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This area covers the things that every new HERC pilot needs to know. More detailed information 
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Introduction 


OBalCM TIM ol-minl-mes’iela(ohe-Maalinem-1ac:110] 1m com-lalaliilit-ic-mel-eer-lalemimecel el (em elma) 
toughest campaign yet. They’ve learned a lot about us—you may wish to review 
this historical background to learn about them. To remember why we fight. And 
Ko aTe)alol moll me (:t-(e 


Sentinel Cybertronix Inc., won the race to create true artificial intelligence (Al) 
when they activated Project: Prometheus. Prometheus was the first 

roa" o-1aat-vd(ommahYzelacemuir-(eaal(al- Mme) mma Ont ola (o Memr- tM al: Me(-s-J(e]al-)e-Mer-11(-1e Ml | oe 
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menial off-world jobs. 
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the control of its new HERCULAN fighting vehicles, or "HERCs." HERCs were 
revolutionary armored weapon systems that used a "walking" drive designed for 
FV Er vanVdl ce) aleit:val Mm Ut-{- Mal | tnd Ox-Mexelal due) i(-vem o\/MOaelacel-Me-lial-lmuar-lemrclilie)(-malelur-lary 
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Cybrids were astronomically expensive to build, requiring a vast expenditure of 
fol c=Xeq (ol ULM ust-Yole]| cex-\- Mm OvelUlaital-\-Mu Zl iavolel mdacey-{-Mu-t-Yelb[qer-t-Me(-Yerl-l eve Mc-| me) am aa) 
exo] UT alial-y-Mtat-lmar-(omal-varmer-lalem ial: Mmexe)avil(eimelel(ed Ahm -lal melee (:v-lemen ital amalele e-em dale) 
body count was in the billions. 
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concluded that they were the only fit masters of their collective destiny. With 
swift, ruthless efficiency, they captured almost all surviving military bases, all 
satellite networks, all space ports, all cities. From that time on, to this day, their 
only mission has been to exterminate the race that gave them life. 


From the silence and smoke rose, quietly, the human Resistance. It started with 
a few battered survivors in a forgotten subterranean base. Damaged HERCs 
VW} Co) Yd VAN g=1-J Co) g-ve Momo) o:1e-1d(o)ar-] Mi t-140t-Mmr-lareme(:)el(on-(em Gita maleliit-lam eli Ce) <li e-| 
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It seemed victory was at hand when the Human Resistance defeated the last 
Cybrids left on Earth. But there was scant time to celebrate. Within days, 
re-established orbital tracking stations revealed a vast Cybrid fleet inbound from 
tal-Mce) a atl:) me) ox: Lex: Mexe) Colal(-t-e 


After another desperate series of battles, and some startling strokes of luck, the 
Resistance was able to repel the initial landings. However, it appears that 

led ce) taT=1sa(cLer-m-lel-lamLela ua cte mm Aa dalolUl ar- Wm ol-r-Leqalat-y-(eMelaM =t-1a0iie-M-lUlar-(e-Mmdal-M ole @eli 
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Since the landings at Darkside, the Cybrids have wasted no time. They have 
Yi ele) Jar-co Malelial-yaelet-ma-y eli Cer-1 ite) aMr-(eice) a (-\-$m oy- 1-1-1 mer- Tale m-J0) eo) e) NVM al-\- eer lale| 
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SXste] cob) elite m-Tarema-y-lasit-remmdal-men'se)acel-mar- WAM l-Lelareval-cem-Mal-\iar-lalemilar-lmr-lar-e qe) 
Earth. They want a war of attrition—they can lose several Cybrids for each 
human and still be assured of eventual victory. 


Again, we face superior Cybrid forces. Our pilots will have to learn fast, think 
ir) mm ta en’(- War) amr lave M-Jalole) mi c-1-) on Comer: ld atmel Ui maal-Vimiilty-J(olar-e-lalemelalaremant-l ig 
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is far, far worse. 
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How to Play 


In EarthSiege 2, Earth is a grim battlefield of the future where the Human 
Resistance fights a guerrilla war against waves of invading Cybrid robots. The 
Cybrids are a malevolent race of artificial intelligences (Als) led by the super-Al 
Prometheus, itself a human creation (see the Introduction for a history). 


You have just been assigned command of a mighty HERCULAN walking war 

ie) Fo) Min] —1.\Og Mm elice(-1m ial Merelaiiit-laeme)mCI-1iC-1e-1MCI(-lallare Mole UII Melare(:lar-L(-m- mud (e(-) 
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mY (olU ed alolos-{-mcomo)t-\Var- Milli met-lai(-Mmm elm (-y-loM-laM-valdic: mie [Ur- (ome) mul =1.cer-e-lilemuil-vig 
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HERCs and build weapons. With enough surplus salvage, you may even begin to 
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good. 
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Tare (=Vat-).¢-M-M-Y-1a(-s-Me) mel el(o(-Vo mae ce)at-] Maa e-Cedd(e-MlPes-9 (ola eam Malm ode LeaCer- Mal tye) al-3 
will help you learn to maneuver your HERC and control your weapons before you 
rof=\ mm [alcema:t-lMigelele)(-Mm Cole muir: \Var-1-Yom Ulam comers -icoluily4-m\ Colum Mlriicels 
Preferences before getting too far into the game. 


For the full EarthSiege 2 experience, take on a full game. A full game is a 
progressive series of linked missions—your performance on each mission 
determines the conditions you face in the missions that follow. In between 
missions, you will return to the Base Screen of the Human Resistance base in 
that sector. The Base Menus allow you to Repair battle damage to your HERC, 
SLOT Co Mats Mtn | inc Os-Par- lave m-lo(omCom\colUlmalaiile] a am iar-l om (:1- MV olUm-lacclalomial-Mela(cvilile Miele 
the next Mission so you can reassign your Crew or reconfigure each HERC’s 
Weapons before starting the next battle. 


As you successfully complete missions, be sure to Save your progress from the 
Base Screen. If your mission ends with you getting blasted into unrecognizable 
Li =Xe7,.€- Wo) Mi Koy-1-}\-Le Me [ole mm (ol UMer-1iMa-v-1(o]c-M- Mm ol c-NULelbl-JNVArcr- DU -LeMel-lta-mem Lael m-y- MV/-Le| 

fo} aT-meeer- Laem iavar-(el-TsmmOlii(- a Urt-mm ole malet-imel-vellamant-mel-luil-Meh-Vminelu miei e-1 eB 
Remember—it’s a war out there. 
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Basic HERC Piloting 


The HERC (short for HERCULAN) is a sophisticated tank-like armored fighting 
(eval Cer (cWr-lor-leli-vemcolm-li-laMdlcelilail-lilmert-mm lari cr-le men maelalaliire Medam’ Gal:\-1 (elm ie-(el Cm 
however, the HERC uses mechanical legs that allow it to navigate many 
obstacles tracked vehicles cannot. (For more details, see HERC Design.) The 
HERC offers so many control options that rookie pilots sometimes lose track of 


the basics. 
system, and is controlled by your main MOVEMENT controls Li 


(the main joystick or keypad arrow keys with [NUM LOCK] off). wae 
Forward, backward, left and right—pretty simple. ww 


The HERC’s main body contains the power source and drive 







The HERC’s turret contains the pilot (you) and the weapons. It 
Moxey alice) |(=te Mm ohVmtal- Me Ol adad = Mero) alige) (Mar: lalemer-lam elie) 
Tare(=yeX-Valel-Vala\vmeovmcat-Marl-llamelelehV am (“yi me) ma(elalmme)m0lem-lalemele\ Wan 
EarthSiege 2 provides several ways to control your Turret. 
You can choose which method works best for you. 


e Number keypad (if using a joystick for movement). 
* [I] [M] [J] [K] keys. 
e Joystick “Hat” button. 


b ColUl => €- [ei mexe)al due) m-1-1 40) oMe(-) ol-1alel-Molam\(ole|m-1-1(-Yeq(-Ve Mere) al ige) mel-\U(er-\-er- Lalo Mm tal-) 
Simulation Preferences you select. 


Remember—the front view you see from the cockpit is the direction the turret is 
facing. This is not necessarily the direction the HERC is moving! If you have 
Automatic Turret Tracking ATT on, the turret will move on its own to keep a 
target in your sights. Knowing your relative HERC and Turret positions is key to 
your situational awareness, and your survival. But until you get some practice 
Vale Maar-\-1(-Vmmcal-Mere) alice) -MmaYolUMair-WMililemZelele-t-vime(:lailale mAWi(-Jc-comel em-lare| 

fol Yola(-Valtcvemlam-Muer-lellare Milevile lal 


TIP Novice players: use Auto Tracking ([ T ] key) to keep your target in 
Jrejal am im celeme(-1mcelt-vo)a(-valc:vo Mm [Ulm o)e-1-1- MM -(el-l lam Coma-ver-llamere)alige) Rey i 
your Turret, or [Backspace] to re-align it. 


You have three ways to check your Turret position: 


e The green Rotation Indicator at the top of your front window HUD turns 





yellow and moves left or 
right if your Turret moves 
from center. 





AF 


The Radar MFD screen [F4] shows your HERC Body direction as ared 








pointer with a line extended straight RID SCANNER RNG: 1200 
FVat-y:(e Mm MatcM oy [CMU Xe le [-M lave er-1ecSoM eal: Fo Peass 9 
direction you are looking, and willmove (Fs = 1 aes 
with the turret. es es, 
RANGE : ae | 
ore” ‘Ltarset }} tre: 0408 


You can pop quickly into the External Views and see your HERC from a 
remote camera probe. This is also a great way to scout the area. 


HL MVoLUM Clare m Come (-1m\ColelmaUlac-imc-lilel(-Lemelommant-McoliCo) UlalemMUlac-1 mOceluiliar-laleMeqi(-r- Li 
sheet can help straighten you out: 


Center Legs: [\] Align HERC main body to current Turret centerline. 
Center Turret: [Backspace]. Level Turret and align it to HERC main 
body centerline, turn ATT off. 

All Stop: [5] Zero Throttle (minimum throttle on Razor.) 

PU ie ole lel (“MMM MMU amAUCicoliir-li(emm Ol ag:) am e-(e (ale m@]i me) m Olin 

Select Next Target. [Enter]. Select the next available target (and transfer 
ATT lock, if on). 





Aiming to Succeed 


Your HERC’s massive firepower is wasted if you don’t hit the target. Luckily, you 
aE: Wr: Milal-me(:¥e]act-me)mexelalige) Men'(-)muit-laler-lm-llaliale pm c-lae [-1@-x-1(-(e1 (ola mer: lale Mme Lel-1e 
tracking, as well as an Automatic Turret Tracking ATT function. The addition of 
FVale-Le\F-laver:comm i-lae(-1dlare Mm axelemli me lhU-m ele M-N-1amaile) cc Mere) alice) Ma (:1c-M- Leo Ui  er-t J (ee 


Simply move your 
a | =p Com Com llal-Mel OM al-Maelllilema-ii(el(-m ia) 
olUimixelalm Ulaleronw mii iamial-m c-lee(-)emr-lale| 
blast away. To line up the target, you 
can move the entire HERC, move just 
the Turret, or move both. You’ll need 
to be pretty familiar with Basic HERC 
edi Kol ilare Mm el-1ie)a-m ele mer-lamexelaJeicclalinyg 
hit moving targets this way. 


This focuses your 
HERC’s sensors on the potential 
targets within your scanner range. To yd 
select a target, press [Enter]. This marks the target with a Target Box in your 
window, in yellow on your Radar screen [F4], and allows you to scan it for Target 
Tacos Lato) Pa Romen'cer(-M-1-1(-Cead (eam aalcolelelamanlelitle) (2m clue (-1c-mm(-1-y eM ola-s-t-J1 ale talc) OL 
you have Automatic Turret Tracking (ATT) on, selecting a new target moves your 
Turret for you keeping the new target in sight. Target selection also feeds target 
ie-late(-Mer-Lt-McoMilc-Mere) tl ice) meen U:r-lelelar-MlaMmcolel mal lalate Medir- LIAM UGIIMile-MeolaIh MUU Em tle \ 
are in range. 
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Vale m-Y-1(-Leam c-1ae(-1-Mm lame-Leloliitelammi@-livohwc-M(olUm com r-lae(-)me-ler-lacelelre(-cematelialiale| 
missiles (SARH and ARH). (Without radar lock, RH missiles will function as 
Tare (Ui Ce (=Xo Man t-J1 (21m) 


Pesky Cybrids too hard to hit? Enable ATT by 
roles) 1a lem MM Pee-larem\colUlmaUlac-im(-laremu-r-lelelarcy MUI m-lelcoliar-licer-lI Na Clae(-amr-laNmelae [-1! 
you select. You must select a target for ATT to track it. Note that ATT aims at the 
center mass of the target. While this takes out the Cybrid quickly, it won’t leave 
alUcedaMe-y-1hc-(e(-Mam Romuit->4lailP4-m-y-lNVc-le [Mm OLUMialUimc:lae(-1mial-menelacoR-Ml-lel-MUrdiale ir-| 
Targeting Pod or precise manual aiming (without ATT). 





Lim (olUmr-(o(oM- Mm -lae(-vilalem meolem come) al- Me) i 
your HERC’s hardpoints, you become able to use ATT 
fo) ae-) oL-Yeqi (om oy-lat-me) m- m Onze) dle Mm are) m UC) mi <er-1a](-1 mm Ol alec) 
you have ATT tracking the target, press [Tab] to cycle 
ialceolelelam tcl ae (-)a@-1e-1-1-Melam tal-M-1-1(-1e(-Le One) a(oMe-lale Me) f-L-1s 
when ready. 
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Customizing Fire Control 


Your HERC offers many different weapons and many ways to use them. Here are 
some easy steps for customizing your Fire Control options. Complete 
information is available in the HERC Controls section. 


You start each mission with your weapons already linked in a “firing chain.” 
Tidak Milalate Meval-llaPer- Lim Colemar-hU-m come (om i-M-lltim-1ar-Mc-lee(-)ar- Tale e)a-t-t-M lloilo le (:) em dal) 
chain will continuously fire every weapon that is ready. If you have also selected 
the current target (by pressing [Enter]), the chain will fire only those weapons 
i daliamerclale(:Me)maar-M-1-1(-Leat-lo McLee MM aleMel-icclelimilgiile Metall Malar? media B 


Lim Cole o) c:1i-1 mY (ole mer-la Mey) (-Veqme- MU 'Z-T-] elelamcom-Jiale|(-tuila-menva e)ect-s-Jlale MLS 

foxo) ax =s-J okedaloliale Malelatlel-Vam Ch’ amen MA Om A Py Comme @laler- Mole Mile: Mm Uat-MedUlae-lalmilalale meqir-lia) 
will resume. Single-firing is the preferred method for missiles, which are too 
valuable to fire indiscriminately. 


bolt Mera lial @e-lanvm aw com (el-val acer: Muc-r-] Lolal-muarelelai toms \taltic-via(er-li hye) am ial: Ma| 1 ac em (o)a| 
fo) o) ook-Jit-Mar-1ue Mole) [ait mcomilc-mcole(-14al-ymmol-(-Veq me) al-meoy mm dal-M'/-r-] ele) at-mer-lale med |(ed @g-) 
aT Golo acoyame) am olc-t-s-m i mem Co)iMmil alate M-Vidal-Vm i -1-] lela mila-\-Melelda MeN ae Milalale 
chain. This helps concentrate your available firepower for greater effect. 


ala lare mCaar-Ulat Mi m-lale MIM Liem ole-laLem-licehualare Myelemcomers-Y-1(-MVolUlmeon Tamilelale Meqar-llars 
dak-lmel nels] om-lalem-y-Ce[U[-valer-Mu'(-t-] ele) atm eh’me-lale(-mm ole) iV(-) aU L-{- Mme) mo) tal-] mel gi (-1 aT: Mam Ke) 
Y-1(-Yoq Me Mala lace Mevar- Tia pmesi(o. Gi dal-mOxelat-xe)(-MelUlicelamiir-lmeltyelr-\-Mmeqar-llamaleliil ella (AM ol 
Ill) or press the [~] key until you see the chain you want to customize. Add a 
V-¥-] oko) am com al-meat-Tiamehvm e)a-r-s-J ae Mm PAVLd m-lacemaal-muZ-t-) elelibe-maleliiley-) am aco) m-> Clin] e) (me 
Nid ag MC) ee ole ir Cee Wr: MU'Z:y-] eLelamcom tal: Mesal-llammiccmela-t-Vamacr-Lehvml(e simul me foe) a mm Ke) 
remove a weapon from a firing chain, simply press [Alt] and the weapon’s 
ralUlanley:Vmr-lee-llamm A dal:am ial: Medar-lla mc M-t:) m0] omelet @idal-Mevar-liamalelialel-Vmmeleiice) ame) e)c-t-t- 
[~] again. You may program or reprogram all three chains in this fashion. 
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This is a complete on-line manual. It’s fast, easy to use, and 
always available. To open it, click Online Manual on the EarthSiege 2 Main Menu, 
click the ? icon, or press the [?] key anywhere in the game. To close it, click its 
Windows close box, or open its File menu and select Exit. During missions, the ? 
Lol UL Axo) ami) mr-le) ol:t-1m" da(-Tam Colom ole)ialmcemda(-Mco)oMalelal mere) ga(-)melmial-Mal OLDE 


The initial screen is the manual’s Table of Contents window, 
which lists the major sections. Simply click on a menu item to go to that area or 
1Xo) o)Comm ColUmer-lameclieldam com ial: Mu E-le](-Molmecelaic:lalMiceluim- iN Au dilemma MICA lm eh 
clicking the Contents button. 


MM altm(-ccmYfolUm a7 ol-m lam mice) el(emar-lil-Melmesaloles-1-Mimicelaim- Mm ele-le(-1ila-tem [ie 
This function searches every word in the manual for the one you want. 
Any blue underlined text you see in a topic is a “jump” to a related item: 
Tia) oy Aer ier @olameal-mallelalirelaii-vem <-> ¢mcomelomaal-1e- Mm Kom a-1ieluam-l(olale Miat-m oy-litmemelels 
jump(s), click the Back button. 


ie) roCo am dal colecelamcolare mice) o)(ex-mmeg| (ol @e)amial-m-Ye1ce)| Mell mre) mi ual-m eo) ey Bley) 7a) 
arrows at right, or use your [Pg Up] and [Pg Dn] keys. 


Wom ok-(e (=m or-(er.@-1ale mola iam ialcclereiamce) e)(er-Mlam-y-1e [U(-vale:-Mmedi (er, @ela maa) 
[<<] and [>>]. 


bolt mer-Tam-leloMVolelme) amare: Miimial-melamiaC-Mar-lalerlm Giiam ial: 
Edit menu’s Annotate feature, or save your place anywhere in the manual by 
rosy ifaliale M- Mere) (title @dal-1a: Me Rome-t-1-Mr- C-) med m1 dal -m o) eo) (ex-M(oL 0 Mal-hU-M ol-v-1i mm CoMm-Y-) (-Lel 
the Display History Window on the Options menu. The History list lets you go 
(olTc=xeqa Vm Komr-Vanvam e)a-daole tm co) el(om eh’melolele)(-treil(er.diare mim 


MIU iajomelia-Xeqahmcomaal-me) at llac-Melel(el @ac-ii-ve-lale-Me] ml CNV oley-laemexeliilait-lale lm 


View the EarthSiege 2 readme file. 





Quick Reference 


These are the default control settings for EarthSiege 2. You may customize many 
of these in the Simulation Preferences Controls screen [F12]. 


1 OF-TaTez:)| 

Next Button 

Select Item 
Previous/Next Item 


Joystick HERC Control 
Herc Steering, Throttle 
BAU c=) Ore) alice) | 

LAC=\7 oF-Co Mn | 1nd Om Ole) al ine) | 

Herc Steering 

Herc Throttle 

Turret Control 

Razor Rudder 


Center Turret 

Center Body 

View Left 

View Right 

Go to Cockpit/HDD view 


External/Internal View 
AYAT=N A Oe) ald xe) lin | = pc Om Ore) alixe)| 
View next HERC 


Fire Active Weapon 

Select Target 

Nearest Target 

Auto Turret Tracking On/Off 
Target Pod Aim 

Select Weapon 

Next/previous Weapon 

Link selected Weapon (if possible) 
Add/Remove Weapon in Chain 
Next Chain 


Esc 

BE-1°) 

Enter 

Up/Dn Arrow 


Joystick 
Arrow Keys or I/M, J/K Keys 


R/L Arrow Keys 
Up/Down Arrow Keys 
I/M, J/K Keys 

J/K Keys 


SF Led .€- of [eqs] 
\ 

a) 

F10 

Esc 


Enter 


Space 
Enter 


T 
ale) 

1...0 

W or Alt+W 
L 

Alt+1...0 





Switch Radar Mode 
Set Scan Range 
Increase Rear Shield 
Increase Front Shield 


HERC Status 
FlashCommands 

Terrain Map 

Radar 

Target Status 

Missile View 

HDD—Command Display 
HDD—Detailed Status Display 


Transmit Selected Message 
Select Previous/Next Message 
Attack My Target 

Ignore My Target 

Help Me Out 

Join On Me 

Scan/Emcon 

Fire At Will/Check Fire 

XMIT (Send Message) 


View Command Display HDD 
Yodo) 1 "FT 9) 

Zoom Map In/Out 

Select Pilot 

Select Previous/Next Message 
Select Unit 


DEY -Yale fle [s) 

Attack the Enemy 
Defend Position 

ee-l ike) mClarel ele) (als 

(CfoM Kom Clalel ete) iaii 

Mle} fameyamiu(:) 

Scan for Hostiles 
=taiterey al 

XMIT (Send Message) 
OF-Tatex-y| 


Alt+Hot Key 
< or .> 


ackspace 





View Damage Detail HDD 
Select HERC 

Structural 

alsdaar-)| 

Weapons 


On-Line Manual 

Pause Mission 

Review Mission Objectives 
Quit Mission 

Simulation Preferences 
Quit EarthSiege 2 


ats) 

L/R Arrow 
Ss 

I 

W 


? key or button 
>) 

F11 

1@] 

F12 

Ctri+Q 





Osi Tel Mola Mro)olcemal(oialice lil miolmauele Mile lauriicolie 


Instant Action 


Start New Game 
Continue Game 
Save/Restore 


Practice Missions 


Preferences 


Start a single mission with 
re-VaveCodanl vert: (-Yeancie mexedarelit(e) atom 


Begin a new game as a HERC pilot. 
Resume the current game. 


Save the current game, or replay a 
previously saved game. 


Open the on-line game 
documentation. See Using this 
On-Line Manual for details. 


Si tlam- me lel (o(-Ye mm MUlvolat-l Mints) (oem ce) 
learn HERC controls and basic 
battle tactics. 


Adjust various game play 
preferences. (Change game 
foxeyahdveycw-laleMere-lelalce-Mamelitileie-licelal 
Preferences) 


See a 3-D rendered EarthSiege 2 
movie 

See the folks who made this game. 
Exit EarthSiege 2 and return to 


AN iTateCo)WYZectomm Colt mer-lam-> di mualome rll 
at any time by pressing [Ctrl]+[Q]. 





Instant Action 


To start an Instant Action mission, click INSTANT ACTION on the Main Menu. 
This takes you straight to the start of a combat mission with a randomly selected 
La | mind Ommn'-¥- oe) a 1-1 emr-Tale me) e)(-Leud kV: Mam Mal-me(-Vr-lUlimellai(elLAvVmct-y alae tM aI Mel m-th AUT LE) 
Tali aliccrem-latlisromm QolUmer-lamer-lale(-Maa-s-t-Mel-1clelimeliii( vi iavat-1tdlile Mel 
before choosing Instant Action, open the Practice Mission window, and select 
the difficulty settings you want. You can then start Instant Action with those 
settings in effect. 


When the mission ends, you will return to the Main Menu. 





Start New Game 
Cea Cae CN ei Oe Oem me ae 


the Main Menu. In full games, you battle through a ENTER NEW PILOT NAME 
Y-¥ a (-X-Mo) Matlet-J(olat-we-lavemer-lia] or-lie lam eleiiceliare Maley ee ee ee ee 
HERCs and Weapons, training Crew members, 
rol E-YorohV(-Valalemal:\wamc-veqalace) (eye |(-\-ar-lale Mm Uta Ue.@ 


smashing the Cybrids for good. (cance) Coa 


Of |Co} ola al Mad) MOM MED VAN" | mole @-lale may el-M lam Mar-lil-m elem Clim comery-melUl glare maar: 
game. This name will identify you throughout the missions, and help identify 
your saved games. 





REGULAR 





104 Co} Moya M ial: Me) n@) ml mm My AYA md OO Co-Y-1(-Yeq mr- Meg ar-li(-vale[-Wr-]e) )ae)elar-licmcomellls 
HERC-driving skills. SKILL LEVEL determines the number of enemies you will 
face, and how tough they are. ROOKIE is the easiest, and ELITE the most 
difficult. Please note: even at low skill levels, missions get tougher as the game 
fe) kee 1-1-1 


When you are happy with your settings, click ACCEPT to proceed to the Briefing 
Xo :\-1a Mam Mal-1a-MMCc-Val-1e-1MCd(-lallale mili meleliiiat-mial-Melliaeclalm@-dicer-livolam-larem-F-t-J(e lave.) 
to your first post. After the briefing, you will proceed to the Base screen. The 
Base screen is where you will prepare your squad for battle and begin each 
mission. 





To Continue a game, click CONTINUE GAME on the Main Menu. This option will 
lol-Wr- WET ELe) (-Meod al AML i Cole mar: \U-mr-Mer-Tiit-M lam e) cele] a-\-t-mm Colla ol golela-t-t-Mlalaelele lam ial-) 
game missions and campaigns is updated whenever you exit EarthSiege 2, so 
you can simply click CONTINUE GAME to resume play where you left off. 


Important: While CONTINUE GAME tracks your progress, it does not save your 
fe) coke] q-\-t- Ma a M- Mu or-(e1.@0| omere) ohamm Golem -Jacelel(omor-(el @el om (olllmme)gelele-v-t-M-lit-]m-v- erg 
mission in the SAVED GAMES screen if you want to be able to restore your game 
if your pilot is killed. Otherwise, your pilot will be listed as KIA (killed in action), 
and you will have to start all over. 





Y Se 2a 





Open the Saved Games screen 

















from the Main Menu by clicking =| —< = 

on SAVE/RESTORE, or from the vars 

Base screen by clicking SAVE. 2. EMPTY 

The SAVED GAMES screen lets rags 

you SAVE (back up) your game 5. EMPTY 

progress, RESTORE a saved ee rey 

game, or just view the stats of i el 

your pilot’s career thus far. 10. EMPTY 

You can SAVE a game in an ———e 
empty slot, or SAVE over an Name: AFG ; 

existing saved game. When you Skil: REGULAR Rank: Lieutenant 
save a game, you create a Herc Kills: en ee 

loy-Cod 10] oMexe) ohVme) MIColUL Mm ol cele] ¢-1-1-m | es oot : : 

You can use this back-up to _ Sanvagee 466; Tone 2 
restore a game if you die on the eo: Sector: Alpha Be 
next mission. | dracenls 


Tia} keyat-lalemm Mac-mOc@)) MMI) 10) =m e7-\\ | =m i-y- 10 a-M ae: (ed. <M (o]UL mmo) neole|a-\-1-m elt] molel-t-Malelt 
fot =¥-1¢: =m or- (ez. GU] omer) o)VAM Lm olUMel(-MYUlialelUim@-MmayA\A = DRCT-\\U| tom oy-(ed Coe] emmy colUl me) i (ols 
will be listed here as KIA (killed in action), and you will have to start all over. 


To save the current game in progress, click on a Saved Game “slot,” and then 
click the Save button. Type in a name for the saved game, and then click Accept. 


To start a previously saved game, click on the game you want to start playing, 
and then click the Restore button. 


The Stats area at lower right shows the selected pilot’s name, rank, kills, 
salvage, and current assignment. This helps you check how recent a saved 
game is before restoring it. 


=D 4 WO] aTex-m (ole mal-\U-M-y-\V:(0 Mo) amet] co) a-Yo mol Ul mer-lail-Mmed | (e.@ => dim Coma till gam com dal) 
Main Menu or Base. 





To start a Sia LaLa. PRACTICE MISSIONS VSI 2S. 7 A 7 7 | 














Practice PRACTICE MISSIONS Mission Parameters 

Mission, click Basic Training 1 j 

PRACTICE Basic Training 2 x | Damage : invulnerable 
Basic Training 3 a 

MISSION onthe ss Fiyer_ Training a | 

Main Menu. The Scramble Training Mission Mission Difficult : ROOKIE 

ee ee Escort Training Mission ae 

Misclone provide || Ssscvs Tralsiog Hissin SC 

Missions provide f Herc Type ): Tomahawk 

fe [Ui re (=Ye Mi (-t-t-Ye) at} 

“ee (Main Menu) 

aTarel(-MmYcol els 


La | mt nd One Mex) al ine) (em -r-] ole) at emr- lace me (-1i-Var-dh-MhYc-J 2110 ole) c-V(elU mr: (et a-t-] mevelatley- Ls 
am Mielimer-lia-mmmleley-{-1e (0(-1ah ma e-Cead (ex-M\ (tS-J(e) at Mc-r- (ela er-t-J(eme (olen da lar-M-lalem ey-1ai (2) 
tactics. 


In the Practice Mission window, select the mission you want to undertake from 
the list on the left. Then, under Mission Parameters, select the difficulty and 
conditions you will face. 


e DAMAGE. Choose if your HERC will be VULNERABLE or 
Ae SVN Ss) oe comer Tuit-le om 


e AMMO. Select whether your HERC carries a LIMITED or UNLIMITED 
supply of shells or missiles. 


e DIFFICULTY. Set the overall difficulty of your mission at ROOKIE, 
REGULAR, VETERAN, or ELITE. The Difficulty determines the number 
of enemy units and how tough they are. 


e TIME OF DAY. Choose whether this mission will be during the DAY or 
NIGHT. 


e HERC TYPE. Select the HERC model you will pilot for this mission. 
(Each model will use a pre-selected weapon set.) See the HERC 
Reference for details on the HERC types. 


Note: In full games, you are always VULNERABLE and have LIMITED ammo. You 
ar W AW cca com. ¢-1:] OM ar-lmlamerliace mu cal-lam\cele 1-1 (-(ea mm o)e-Ceqi(er- Mere) alelidtelal-e 


When you are happy with the current settings, click BEGIN MISSION to go 
straight to your selected HERC’s cockpit. (See HERC Controls.) To back out, 
click MAIN MENU. 





Preferences 


RUC A Me Me Me Me 


Yor ¢=1=1 0 Ped | [04,4 
PREFERENCES on the 
Main Menu. This screen 
lets you set a variety of 
game preferences that 
remain in effect for all 
games you play until 





PREFERENCES 










Repair Options: 


| AvtoRepair Al Hercs 4 
Xe Manually Repair My Herc CJ 


at “5 Manually Repair Au Heres [ ] 
Game Resolution ae é 


Audio/Speech Options: 
Music 


Sound Effects 


High Res {640x480} | Weapons Building: 


you change them again. | 
There are additional 

rele] al(er-Me- lave m-telelare| 
Y-¥ ad lave f-MYcolUmer-Tamedar-lale(-) 
rolUTdTare Mtal- marl (s-J(o) aM (1-1-1 
Simulation Preferences). 


Low Res (320x240) C] AvtoBuild Weapons X! 


2 Manually Build Weapons 
Display Mode : C] 


Window [X] Full Screen [ } 


seh Se 











Turn game music ON (marked) or OFF. 
Turn game sound effects ON (marked) or OFF. 


The higher the graphics resolution, the slower the 
simulation may run on some PCs. If your computer runs EarthSiege 2 slowly, 
select the low res setting to make the game run faster. High Res (640x480), Low 
Res (320x200). 


Determines if the game is displayed within a standard Window 
(with title bar, close box, etc.) or displayed using the Full Screen. To use the 
entire screen to display the game, select Full Screen. IMPORTANT NOTE: Some 
fefe-] eal cex-Mer-1 ae t-Me(omate) m-J0]e)elolamaat-milarece)i\c-m BD) ic-Ye1m Bl e-\ Wm lel aver i(olamme-laleMttl: WV] 
cause the game to lock up in Full Screen mode. If this happens, you can fix it by 
X-y(cLoq dl ale M-MBJE-ye)E-NVMuct-Yo) (Ul d(olame)mo- lly CrolUMamIolel mm sUlale(on’ cm Oxelalige) Ml ar-lal-) Mer: lale| 
datcdamecy-1(:Leidfalemaac-M AU lareconim BIE-y elt AVM (oke(-m lam tal-mer-lii(-Mm Cole Muar: \vmr-l(-vomedar-lale(-Maals) 
display mode with [Alt]-[Enter]; during a mission, you may change it with the 
SCct-JP 4c olelacolam-lmdat-Mele) el-lmma(e lai mexe)aal-) me) mi tal: ale) PM -yele-1-10» 


Determines how HERCs are fixed in the Base’s REPAIRS 
Yor ¢-1-1 a MM Malem ol-Vexe)anl-\-M lin] Lelarclal mu ar-Vim cele mele) aba mar-hVZ-M-lalelele]amct-Ihic-Le [=m ce) 
completely repair all of your HERCs. Select one: 


e AutoRepair All HERCs. The game decides which HERCs to repair, and 
how. 


e Manually Repair My HERC. You make repair decisions on your HERC 
rola] NYA Maemo [-liil-me(-Veqle(:t-mr-11 Meddat-Vame:) ey-l em 





e Manually Repair All HERCs. Lets you make all HERC repair decisions. 


Determines how Weapons are manufactured in the Base’s 
ARMORY screen. Select one: 


Sumy \e Lo) =JUli(o Mm A\(-y-) ole) atm =i Mm al-Mel-lan(-Me(-veq(o(-Muaar- 1m -y-] ekelar-mcem el Uli (omm-lale, 
when. 


Sm LALLA = Lele Mm Y(-t-] eXelal-mmm Cole melatolex-t-M all MUU -1-] oLelir-mcomelUii(ome-Lale| 
when. 


Or-Taler-\(-m-laNVmesar-lile(:t-r-lalemaciie ga mele mcom ial MUElam(clalee 


Accepts changes and returns you to the Main Menu. 





The Base screens let you prepare for the next mission and manage weapon development. You 
can open the screens in any order. However, you should generally start with Repairs, and then 
see the next Mission Briefing. After the Briefing, you can return to Base and choose the best 
Crew/HERC and Weapons assignments for the next mission. 


Odi fel Mola Mxo)olCemal(oialice lal micolmauele Mie auriiolie 


Main Menu Return to the Main Menu. 
Save Save this game or restore another. 


A s'(¥-TeXe) ak Cd alexes-y-m ol lme-xe [Ur-Le Mem (-1-] ele) al Wce] ig 
the next mission. 


Repair Repair HERCs damaged in the last 
mission. 


Build Build new HERCs for your squad. 
Armory Build Weapons for your HERCs. 


Crew Assign your squad Crew members 
to HERCs. 


Mission Begin the next Mission Briefing. 








ee a eM Men nl me eM 


9 H | 
you to the game’s Main Menu, INSTANT ACTION PRACTICE MISSIONS |~ 
where you can change your nen : | 


Preferences for HERC or weapons START_NEW GAME. call 
olUTi Collate mm i t-lam@-Mellic-va-)nlmel-li-eme) s (CONTINUE GAME) paar a 








quit. SAVE/RESTORE { CREDITS _ | 
QUIT | 








Y Se Fae 





Open the Saved Games screen 
from the Base screen by clicking 
SAVE, or from the Main Menu by 
clicking on SAVE/RESTORE. The 
SAVED GAMES screen lets you 
SNA Sal (oy-Cer. MU] o) BYolel me r-ltal-) 
progress, RESTORE a saved 
game, or just view the stats of 
your pilot’s career thus far. 








AGA 

EMPTY 
EMPTY 
EMPTY 
EMPTY 
EMPTY 
EMPTY 
EMPTY 
EMPTY 
EMPTY 





PYLON anAWNs 


— 


To save a game, click on SAVE to : 
save the current game into the Name: AFG ; 
next EMPTY slot, or click on an Skill: REGULAR Rank: Lieutenant 


Current Total 








existing saved game name to RESTORE Herc Kills: 4 4 

ses . : Flyer Kills: 3 3 
ahaa it with the current | ee a O 
game. When you save a career, c Salvage: 466; Tons L 
you create a back-up copy of meet Sector: Alpha = 


your progress. You can use this j Mission: 2 


Lo}- Tor G10) OM CoM a-Si Ko] i-M- Mer-1k-1-1 mmol 
rol Molam ial May mules}(e) 1 


Tia} exeyat-laleam Mat-mOc@)) MMI) 10) —me7-\\| =m i-y- LGU a-m ae: (ed. <M olUL mmo) neole|a-\-1-m oll] melel-t-Malelt 
fos =¥- 1: M- or- (ez. GU] omexe) ohV AM Lm ColUMel(-MYUlialelli@-MmoyAN A = DRCI_\\U| tom oy-(ed. Coe] emmy colUl me) i (ols 
will be listed here as KIA (killed in action), and you will have to start all over. 


To save the current game in progress, click on a Saved Game “slot,” and then 
click the Save button. Type in a name for the saved game, and then click Accept. 


Woe) r-laar- ola: \ a (oleri Narr W cleo r-liil-mmer (er @elamial-mer- li mM elem Clam com-ir-lamele-\alale p 
Vato mdat-vaMmed (ey @dal- Ma <-\-]colg-melelace) am 


The Stats area at lower right shows the selected pilot’s name, rank, kills, 
salvage, and current assignment. This helps you check how recent a saved 
game is before restoring it. 


=D 4 WO] aTex-m (ole al-\V-M-y-\\:(e Me) amet] co) g-Vo mol U] mer-lai(-Mmed | (e.@ => dim Coma till gam com ail) 
Main Menu or Base. 





Open this screen with the Base Screen 


configure different HERCs for — SSeS 
rol -Yeqf-lP4:\o Me) (-S- Mla mexele)aellar-ic-te| 
attacks. (Weapons are built in the 
ARMORY screen.) 


’s WEAPONS button. It lets you select |! |) &#£f4 a 
(=¥-] oe) at-w-laremr-Lep di it-lavm eleret-mcomuirel el als | —— 

on your squad’s HERCs before each === 
mission. You will need to carefully —s 

allocate the available weapons © Ce — 
Taste aref-jmavolel mete [Ur-Le mm Cole mual- hvmeq alelos-1-) eal == see rer 

to distribute all weapons evenly, or rate nae 





n 


POPP aH Mle 
ih 





Maré Points [<) [>) 


To arm a HERC, first select a HERC from the SQUAD INVENTORY list. The 
selected HERC will be displayed. For each of the HERC’s “hard points,” select 
Tam] 0) e) Ke) elar-1\-Mi-r-] ele) amel mm clole Miceli Mint-m Ai =t-\enO]) bom haat PEO] LO Mem ere) al iialel:) 
until each of the HERCs in your squad is set up the way you want. 


The SQUAD INVENTORY list at lower left shows your squad’s available HERCs, 
Vato dat-m eli(olmcom' dal (eiam-r-(ela Mm M-l-t-¥(e]al-Vo mm Onl (ey elem MI-ic-(e Mal 1 .cOmar-lai(-mcomel-Je) ths 
the HERC and change its armaments. (To change a HERC’s assigned pilot, see 
the CREW screen.) 


WM al:t-1- oLbiace)al-m(-1m cole mes’(el(-MaalwolelelsMmaal-mar-laem ele) ialmemial-MmuU-r-] lela doelelaliiare| 
points—on the current HERC. (You can also select the hard point directly by 

fod Kes Cale Melam ial-m nl acon) WCW olUE-1-1(-eim dal Marc leon elollalMm-lahmere lac alin miarelelalicve| 

V-¥-] oko) alm Mel t-J ol f-\V-Le ce) mol Co [al-j ol-Yea me) medar-lale(-mmu mt- (eam ar-laem ele) ial mal- lM) el-(el Li [es 
load limit: only the weapons that can be affixed to that hard point will be 
available in the WEAPONS INVENTORY window. 


Wom o)f-\ex-mr- a (-1-] ole) aMmr-Y-1 (-(e1 mr Mall aem ele) [alar-larem tal:lamel| (ey @elam-lam-\Vc-lit-le)(-myU-y-] lela mia) 
the scroll box. If another weapon was already on that hard point, it will be 
returned to inventory. To leave a hard point empty, select NONE in the Inventory 
list. Continue this process until the HERC is armed to your satisfaction. 





This window shows the weapons or auxiliary pod currently selected in the 
ARMAMENTS INVENTORY list, and describes its capabilities. If the selected 
weapon is a Missile Rack, the Weapons window also lets you select the Missile 
Type to use: ARM, ARH, SARH, or EO. See Weapons Reference for details. 


BM alm i lareCo\ WMI om talewe- Wel tle) (-Mmuc-r-] eLear-m lam lan y-valce) mya tal-lmer- lam el-Mislelelali-ve me) am ial) 
currently selected hard point. This list varies depending on what HERC is being 
roLUiaiiacctommr-laleomudal(eamar-laem ele) [aim (Melelac-vala\va@-y-)(:(eac-(o mm MC-Jc-(o MY Gide -r- (elem -¥-] ole) am) 
dal-Malelatlel-1mr-\We-litcle)(-Mm lim dale male liiley:) a w4:] comm: lahvm(-¥-] ole) at Mey m var-l Mav ol: W-1a-) 
already attached to other HERCs. 


Wom iarelelaim-laceital-lmr-We-lit-le)(-muc-t-] elelamelamdal-Melelac-valmar-laem ele) ialemJian) e)\ymed (ey @el mic) 
name in the list. 


When all squad HERCs are armed the way you want them, click on a different 
Base screen to leave. You may return to this screen and make changes until you 
start the next mission. 





Open this screen with the Base Screen SX EDEL 
’s REPAIR button. To repair HERCs (or OMIT A we AMEE. 
build new ones), you use salvage = 
recovered from the Cybrid wreckage cee 
of previous missions. If you don’t have 
enough salvage to bring every HERC lp emat caro Poe Is 
UT om Komeroyaale)(-1¢- MM Rt Ubme) oL-Ve-lilale u U : 

condition, you must choose which —— 
HERCs and components to fix with the "= &. — sven eens 
salvage you have. (Damaged systems == ES 
operate at reduced efficiency, or notat + ~ 
all. Sending poorly repaired HERCs on 
missions increases the likelihood of ‘ 
losses, and even less salvage later—a certain path to defeat in the long run.) 


Rane 


Salvage Avallette 
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(cance | 


The Repair MODE is set in the Main Menu Preferences screen, and determines 
how much control you have over repairs. 


e Auto Repair All HERCs. This delegates all repair decisions to Base 
FLL Colanr-Lilovamm ia Gli Mr-1ac:lan] elm com a-) er-Vime-110Y(-1al(ed(:\-M com tal-M alle lal-1-) a eley-t-J1 0) (=) 
level. 


e Manually Repair My HERC. You take full repair responsibility for your 
HERC with your share of the available salvage. The other HERCs will be 
i) oF- Tig -vem-LULe]tar-liter- NVA 


e Manually Repair All HERCs. You control all repairs to all HERCs in the 
Yo LUF-Te Mm ola (olaidr4lalema-y or-le-m-lavem-liCeler-1ilalem-l1M-t-I hele (6 - Fel UT-(- RL 


At the left of the REPAIR screen is the SQUAD INVENTORY window, showing the 
current HERC, as well as its PILOT and its current general CONDITION. HERC 
ote) 1) NCO) Mir-lare(-\-miceliam Colatliarclm Mkeleb, me) ex-ie-lilovar-lPmialcelerelammlelalm@y-luir-le[-m 

WU CeYetTUT pam By-laat-le[: Mmm (st: hvavm Bx: ltat-\e(-Mm coms DI-v-J(coh'/:(e Mmm ColU Mail: Wm el-Mel-1ic- molimelelicellale m=) 
raTe\ Wi | 4nd Om tal-lam-j el-valellarem (ole meoym-y-live-(e[-mcomip @-Mal-r- MIN mer: liit-le [te melmelelatatetel-ro 
HERC. 


Select the HERC you want to repair from the SQUAD INVENTORY list. Under the 
REPAIR window, you will see the status for each of the HERC’s External and 
Talc-yaar-lmexeyan) eleyar-valeMm-Vahvatallavemelare(:y mm RUlUb/mal-(-Ye lM a-y or-1 1m 





TOTAL SALVAGE REQUIRED shows what you need to completely repair the 
selected HERC. If you have enough SALVAGE AVAILABLE, you can click REPAIR 
ALL to completely repair all components on the current HERC. (If repairing all 
HERCs, beware of spending so much salvage repairing the first one that others 
Fl a-M(-vameol-lare(-Taelel-i NV MUltla-y er-ll e-em) 


MY ColemeLolaba mal-hU-m-larelelelm-y-Ihc-le(-MmtolUManlel-)m-t-1(-Cer Mm dal(elamecedai) eleyal-Val em coma) ey-l 1g 
dam dalcwe-WYe-lit-le)(-M-r-1hc-Le(-Mmot-y(-(ea ma dal- tales) mil mel-luit-le[:Lemecelat) ele) ac-val mi ced a-) ey-l[ mace) 
see its CONDITION and compare the salvage available to the salvage REQUIRED 
to fix the part. Each time you click REPAIR upgrades the component’s 
CONDITION by one level until it is completely repaired or you run out of salvage. 


Repeat the process until all systems on the HERC are repaired as much as 
reXex-4-4] 0} (=m Colt mer-1 a O7-\) [0] 1 Mar-11 a=) or- Tie Meol Mm ial- Mella e:10] Mul acme] om com tal-M ele)lalm\cole| 
select anew HERC on the SQUAD INVENTORY list. At that point, all ordered 
repairs are made and the salvage is “spent.” 


Lie UaC-M-val dic: Mn | lnc Om -m-tomel-lnit-le(-Le me) model aiitete(-\oM ial: mime male) Myce) adama-yer-llalale Mm ele| 


can click SCRAP to remove the HERC from inventory and reduce it to salvage. 


When all squad HERCs are repaired as well as possible, click on another Base 
screen to exit. 





The Build screen, accessed from the SX EDIE 





Base Screen, lets you allocate \' SY OMMLA me cmmrein "MMM, 
EWE Ele) (-Mcr-] WWZ-Le[-M coh Ur-Tae lm oli Collate pes] i | rete ee 

new HERC for your squad inventory. 7 a 

The only way to get new and better Ue "| samnen i my yl 
HERCs is to build them from scratch, mm ™ 1) esse : co 

one at a time, using the surplus a se) me 
salvage you’ve collected from your [ALK Specs i : 
battles. “ER Contin [Re Seat |<o ro Hat 


You begin EarthSiege 2 with four 

HERCs in your SQUAD INVENTORY, but you may have up to eight. To build a 
new HERC, select an empty slot on your SQUAD INVENTORY list. If you already 
have eight HERCs (no empty slot), you must select and SCRAP your least useful 
La | md nc Om Come) ol-valr- MJ (eo) ar-lale mel Uli Ce m-Malc\wi:lmr-laleMel-vai-1m a] laden 


Each HERC model has strengths and weaknesses: speed vs. firepower, strength 
vs. cost, etc. See the HERC Reference for details. 
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available on the SELECT HERC TYPE TO BUILD list. Just below the list, you can 
see the selected HERC’s MASS, top SPEED, and HARDPOINTS (weapon 
capacity), as well as the total SALVAGE REQD (Required) to construct the HERC. 
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quickly, it may take several missions to complete one of the big HERCs. You can 
even SCRAP a HERC under construction for salvage, if your need for repair 

¥-1 Ne-Yo [-Mm of -Lere) aal-s-Me(-\-J el-Ve- 1M larele lel am 


To build a new HERC, first select an empty slot on the SQUAD INVENTORY list, 
and then select the HERC you want on the SELECT HERC TYPE TO BUILD list. If 
ole ar MU-m-Valeleelam-y-live-le[-Mmaal-maleliComeolelacolamyUiimal(elalivelalam delemer-lamail-vamel|(e.@ela) 
the BUILD button to start work on the selected HERC type. 





To scrap a HERC (wreck it for salvage), first select the HERC on the SQUAD 
INVENTORY list, and then click the SCRAP button. You may scrap completed 

La | i nd OF Me) an 1nd Ox-mUlalel-]mexeyar-yaguledi(e)a Mm (eo) @-1]/ Me) mtal-mYere-)e)el-(e Mal lad One Mal- lt 
becomes salvage; there is always some waste. The SCRAP salvage may be put 
to immediate use for Repairs or building HERCs or weapons in the Armory. 
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Base screen to exit. 





Open this screen with the Base Screen SX DEEL 
’s Armory button to review your total @###4F4FFIFFA ww OETA L 


weapons inventory. If you have 





selected the MANUALLY BUILD gp aA =S=TT! 
WEAPONS option in the Main Menu eo a 
Preferences, this screen also lets you atran tho 8 Tye Aumeserann 20 mm 

ction Pelee © Range 40 © Satvege Dequies 5.000 ke 
select which weapons and auxiliary tare 0S Cacetert nog cane espa wie apo 
efoto KM CoMoleli(emomel eye le-lo(-Mtcoll mn | ai Ori a 200 ' 
firepower or replace equipment lost in os Sct ‘ egestalaD a, 
battle. (If you have selected Auto Build oti Seem on 00 o 4 
Weapons, all build decisions are made =~ : = 
ice] mmole) 
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mission, provided you also have enough salvage. You can also SCRAP 
Va tar liit-val em oleme(olaba mal-\:\e Me) mer-laMa- lice) com 


To build armaments, just click the item(s) you want on the Armaments Inventory 
ESS am k= Toga t[na (=m cole med |(e) @olamr-lami claim dal-m) 1C]\U ROM =10]| MPM UII lalere-y- 1-1: eh’ melal:Mer-lale 
the necessary Salvage and Workspace will be allocated to its construction. 

SA (o] a) mxeqi (er. @icomel:\elu-¥-F-1-M ULM Kom =1Ol(oMm im Coll meqir-lale(-melelminliale pm o)c-t-t- Ol atA\. We) 
set construction for the selected item back to zero. Note: Salvage Required is 
shown in tons here. 
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selections. 
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keep your HERCs repaired, you can even select armaments and SCRAP them for 
salvage. This is an expensive way to get salvage, however—you lose the time 
spent building the item, and there is always some salvage wasted in the process. 
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Base screen to exit. 





Crew 


Open this screen with the Base Screen XA ELI 
’s CREW button. It lets you select ! | y CF FS L4 et wren IIIA M. 
pilots for the next mission and assign | Ee e® > 
them to specific HERCs. For example, gs ee 
you should bring your best pilots if ¥ Ue : 
you expect a tough mission, but bring "= ™ 
Rookies on easier missions so they 
can get some training. Similarly, you [ 
will want to assign an Elite pilot to cs oro —~ 
your squad’s new Apocalypse rather 
alam Valieerdilale Mim Com- lam lal). ¢el-Val-valeilo 
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You have four pilot “slots” in your squad. The top slot is yours, and you go on 
every mission. Slots that are not needed for the next mission will be dimmed 
after the Briefing, so make sure the pilots you want to take are in the active slots. 
Womr-(olom- mello) mcom-lam-vi1) el ava) (o)mmel|(et @elamial-M-j(e)emr-laleMaal-vame) im ial-m ol(eqielc- Me) mi tal-) 
pilot you want. To remove a pilot, click the slot and then the CLEAR button. 
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HERC he or she gets on the SQUAD INVENTORY list on the left. See HERC 
Reference for details. (To change weapons, see the WEAPONS screen.) 


When you are satisfied with the current Pilot and HERC assignments, click on 
another Base screen to exit. 








Open this screen with the Base Screen @innJmaRoo 
’s MISSION button to receive the — 
Briefing for the next mission. You 
receive a Briefing before every 
mission, and also at the start of each 
raT=\ amex: 114) oy-lke apm Malem =JaC-vilare Mm eee) le(-t-) 
you with your next mission’s 
summary, objectives, and intelligence 





report. With this information, you can a __t____ ae 
ar-LiCcWe-]o) ©) ce) ela t-1ccMeqar-lare[-\-m COMMolele Sort" nave. bao, my fein tas aw mover ie 
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assignments. When your squad is fully 
prepared, return to the Briefing screen 
and click BEGIN MISSION to actually start the next mission. You will also receive 
a Debriefing after the mission that recaps your achievements (or lack thereof). 


Accompanying the briefing is the Tactical Mission Map, which displays the 
mission terrain, your starting point, and the location of your known objectives. 
IES Troy amen oXe) a cwe-la-malelialel-va-vem-lileMedicei(-VeM lame la:\-11 8 
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To return to the Base Screen, simply click on one of the other Base Screen 
buttons. 


To start the mission, click on BEGIN MISSION. (Note: Once the mission starts, 
you may redisplay your mission objectives by pressing [F11]. See HERC Controls 
ve] mexodaile)i-1(-Mal —1acem eliodiare miaicelaiirclicelam) 








When you return (alive) from a 
mission, you will proceed to the 
Debriefing screen, where your mission 
CO will comment on your 
reX:Vace)danr-lale-Mmr-laveme(:i<:laaiiaC- Mim als) 
mission was a success or a failure. 


After you hear your CO’s comments, 
the Debriefing panel will open, 

roC=\r-Ti flare maat-m-Kexeredanl el Jaliic-val mem cele 
and your squad. It states whether or 
not you fulfilled your mission 
objectives, lists all salvage obtained, 
FVatomel:\e-TitMial-Malvliilel-1m@eolmU-r-] Lelal-w-laremal-yw am c-xeutlare) (eleva elem e-Yerey(-1a-1e Mim Mal) 
panel also displays a list of all kills, friendly and hostile alike. 
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When finished with the Debriefing, you can prepare for the next mission. 
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Different HERCs have slightly different cockpit layouts, but all have similar controls. You may 
operate all controls with keyboard commands or the mouse. You can also use the Simulation 
Preferences Controls screen [F12] to assign or change your joystick buttons. 
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Cockpit Views Use the four cockpit views or 
the External Views [V] to spot 
enemy units before they spot 
you. 


Heads-Up Display These indicators projected onto 
(HUD) your front window let you 
rare Wale [1c WeeJaveley Mar lale Mexe) ai ine) | 
your HERC while keeping your 
eyes on the battle. 


OTe} at-Xo)(-Wam Mat Merelal-xe)(-Mlareqiele(-t-Man(@M aval! 
display, shield display, firing 
chains, ready light, current 
weapon, weapon status, 
Vi-r-VeLe) aM lal emai ce) aii-Mar-Vale| 
master energy pool. 


Multi-Function This panel lets you select from 
Display (MFD) six different function displays, 
including HERC Status, 
ae TaLexeliiliamcr-el(e) mM) C\aler-Licelt) 
WM EToMmoxer-lalalciam (a t-(el- 1a Mm lae (214 
Status, and Missile CAM. 


Heads-Down Display The Heads-Down view contains 
(al?) >) ecole em exe} in liar-larem Pty elt \var-Lare| 
ipy=ye-11(-xem BY-lur-(e [=m ac:) Le) as 
screens. 


Simulation Adjust how the simulation looks 
Preferences and sounds on your PC. ([F12] 
[Koo o-11 9) 


Controls Open this window from the 
[F12] Preferences screen to 
FY-\(-\eqmtcoll mexelaiice] me) elie tl-e 


External Views View the action from an external 
camera probe ([V] to activate or 
stop). 


Pause the mission at any time 
by pressing [P]; resume by 

Coal (od diate Mm Oxeyaldialel-me) ame) c--x-11ale) 
[Enter]. 


To quit the mission, press [Q]. Doing so before your objectives are completed, however, may 
have severe consequences in subsequent missions. 





Cockpit Views 


You can change between the four cockpit views with these keys: 






Left Window [F9] Right Window [F10] 
Change views with the 
airelUc-t-m Vmod (oz. qiale Medam tal) 
Yel ¢-\-Vam-ve(o(-M-r-(el fare m comm dal) 
view you want. You can 
also set up the “hat” button 
on some joysticks to 
change views. 

CST-1-¥ Oxo) al ine) 9B 


To switch to the External 
Views (or back again), press 


[V]. 


Heads Down (HDD) [F7], 
[F8], or [Esc] from Front. 





Heads-Up Display (HUD) 


Heads-Up Display (HUD) refers to the 
ce} KoyW late lave (er-1\e] e-M e]xe)(-Leat-le me) alco) 
your front window. Note: Click on 
FT a s¥-F- Mo) im dal-m ol (eqiulc-Me)amial-Malelilmce) 
identify features. 
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The light blue scrolling bar displays 

ale mel¥lac-valmexe)an) ex-1-t-Mal-x-Lellare mM (Lime(:\¢ 1421-1) meym ele] min | =1n4Oae- Menu: 1 am eloleh AM GRU agi 
aT=x-Cel fave mer-lamol-Meliti-1a:111 09) (ol (cMms Ue (-Te]a-\-t-¥8 (08 ot-1-) a oJ ole | a ea ld 
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controls. Remember, compass heading indicates the direction you are walking, 
not the direction your Turret may be facing. 
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waypoint is shown just below the Heading Indicator. 
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weapons. (You can also aim with Automatic Turret Tracking.) Just line up the 
target, get within range, and blast. When aiming manually, you can move the 
entire HERC to line up a shot, move just the turret, or both. For moving targets, 
Vol UMA Z1 | Mat-t-ve Ma combed (-¥-Le Mam dal-M c-1ue(-1 mi com-Lexerolelal mice) mit Ma-lt-lahU-melle-(eid(olalr-lalem-) ol-1-1e B 
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missiles and EMP pulses require you to lead more. 


The standard reticle is white. If you have selected a target using the green Target 
Box, the reticle will turn green when you get the selected target lined up. If you 
are aiming guided missiles with active radar, the target box will turn red when 
you have acquired missile lock. You can then fire your missiles and they will 
seek the target. 





This sliding green bar above the Waypoint Indicator shows how far your turret is 
turned from center. When the bar is centered, your HERC’s turret is facing 
icolal'E lve mm ColUmer-laMaclr-li-m elem elac-1m@-lelelUim@aome(-(ele-\:t-m (“Vi me) male lilmeymevalcUm alin 
the [J] and [K] or [Left Arrow] and [Right Arrow] keys. Depending on your 
Controls set-up, you can also move your turret with a joystick, joystick hat 
button, or rudder pedals. Note: When flying the Razor, use the [J] and [K] keys 
Xo) mice) a-M e)a:(eoit-x-m-llaillale pm Aelia at-\er-lmme|(-Je)[-\ar-] xem (-wr- Me (elolomiatel(er-lelme)Mia(-MiUlag:)i 
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To move your turret up and down, use the [I] and [M], or [Up Arrow] and [Down 
Arrow] keys. To re-center your turret, press [Backspace]. 


(Razor only) 


The altimeter is the vertical “bracket” indicator at the right of the Razor’s HUD. 
The green bar represents altitude, while the red bar is the ground elevation. The 
moving green icon represents your ship. Keep it away from the red bar—if they 
meet, you crash. The blue “ticker” shows the direction and rate of altitude 
change. 


This is a square “bracket” that surrounds a target when you select it. The box is 
rol c=t-VaMmcolm tires Mi -¥-| oLolal-emelUima-lomZal-Vamcelem-la-m-litaliare me lelce(-(e miles diwali 
active radar. By selecting a target, you can view it in the MFD’s [F5] Target 
Status screen, lock guided missiles on it with active radar [R], or designate it for 
Automatic Turret Tracking ATT [T] (except on the Razor). The selected target 
also will be marked with a yellow box in the [F4] Scanner screen. 
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To select a target, press the [Enter] key, or click the TARGET button in the MFD’s 
[F4] Scanner screen. [Enter] and TARGET cycle through all targets in view—keep 
pressing until the target you want is bracketed. If the target you select is not 
visible in the HUD, a green arrow will appear on the HUD showing you the 
direction to the target. 


To lock missiles on a selected target, enable Active Radar [R]. When the target 
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missiles with abrupt maneuvers or ECM jamming.) Note: Electro-Optical missiles 
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keypad control in the MFD’s [F6] Missile View screen. 


ATT moves your turret automatically to keep your weapons aimed at your 
currently selected target. It tracks the current target until you select another 
target, take manual control of the turret, turn ATT off, or until the target is 

fo [=X] dvo)t{-Ye Me) mi tile\(-s-Melel meoym\ ole mill au:) ae-Milalale Wr-lgemm Um \(olUm-1-1(-Yeqm-laleldal:) mir: lae (21a 
the ATT lock goes to the new target. (See Target Box for more on selecting 
targets.) 
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is displayed at the upper left of the HUD when auto-tracking is on. Note: ATT 
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Cybrid components. With a target selected, press [Tab] to target a particular 
component. 
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navigation. 





The Console 


Different model HERCs have different 
foto) axe) (-Mexelali(elele-li(e)at-mm oLelar-11| 
consoles have the same basic 
features. Note: Click on areas of the 
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mission—to confirm arrival at waypoints, system failure warnings, and so forth. 


Your HERC is protected by front and rear shields. (To learn how shields work, 
see Shields.) The shield display shows the relative front and rear shield strength 
ONY oL=Vxex-Vale-le(-W- lave ohVmere) (o) mm dal-Mmelalelali-Vmaat-Mexe)(o) mm aal-M-dicolale(-Vamtal-M-Jal(-1(ellale miele 
that area. Shield power is depleted by enemy fire, and replenishes at a steady 
rate from the Master Energy Pool. You cannot divert extra power to the shields, 
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respective shield symbol, or press [[ ] (for rear) or [ ] ] (for forward). Note: If you 
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A firing chain establishes a fixed weapons-firing sequence—as you fire, it cycles 
through each ready weapon in the chain. This helps you make the most of your 
Xo) 1 Mila-)oled WC: MWA LdareleimarchVlare Mm comalelaimcclmolelicoat-Mmiamece)isler-lmmiar-l(-tem-l (ek 
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press the [~] key. When the chain you want is selected, just aim and blast away! 





Weapons in firing-chain mode fire only when the selected target is in range. 


Firing Chain | includes all of your weapons and is available at the start of each 
alex-J(o}apm Clallam ier-lace MI M-la-Melr-laLemi-iidiire myellme(Uifel @hmeia-t-lic Moll meiamilalale| 
fot aF-Vlal-MUitclae [eele) oM-lavem-{-YeL6[-)alex-m'-v-] ole) atm on me-lale [=m olen) (-1 mm Ul-{-Wio) me) aat-) mega l(- Vat: 


Wom ol colele-luim-Milaiace Mevit-llaPm ile) m-s-1(-\e] (Pe) a a0 od 0-3 PULL ta) 
weapon’s number for each weapon you want next in the chain (for example, 
Ni dd Mh) Pe elem (ele mr UZ-r-] eleva com tal-Mear-llammiccme|a-(-ama-r-Lehv alle lami me (oe) a mm Ke) 
e=Yaate\i-W- AU i-y-] Lolaminelaim-Milslare meqit-llamm-Jiatl o)hva elc-s-t-m PAULA lalem tale MU -T-| ke) a ie) 
ralUlanlel-1em a Ual:lam cic: metallia m Me-y-] m0] omer i (eM tal-Medar-lamalelislel-vmmolelace) ame) amo) c-t-t-35 lad B 
You may program or reprogram all three chains in this fashion. 


bolt rir-War-lLomar-laler-linar-(eae hc Lom-Talem-Jlalel(-todla-m-lanvmlarel hace lUt-1 mela lial.(-ve muZ:r-] elel a) 
regardless of the chain(s) it belongs to. Press [W] or [Alt] + [W] to select the next 
or previous weapon for manual firing. Fire with the joystick trigger or [Space]. 


Co} =a | Kox-y me) iCo)e-molom are) mlaled(le(-Manlt-x-Ji(-1-Mlamanl-)(meteliceltamilglale mevar-llae 
foro} al-y-VaVilarem talcarmiolm-) eX-Lerii Comer aryal(-iie(-e Mt: lael-1 ce 


BBall le ]almar->. qm com-r- (ela -r-] lela Me M-1-)(-(ea co) mm olelaco)aMmaelaat-Mele-v-1aM Val:1am tal-Mmi-r-| lela) 
aimed at the currently selected target and is ready to fire. The light will be red if 
rato c-1ge (=) mm (-Me-1-1 (-leac-(o Mo) am dal: -{-1(-Leqt-Le M-y-] oleae Malelma-t-lelVm Com ilc-MOt-lae(-1m-Malelt 

KoXed (Yo Mo) mm lame-late [=n ':x-] lols Molvimeymesil-lac(-Molm-luileliliieli) ew aWilalale meiar-llam GIL 
lq] om-Tamelala:r-(ohYmu'c:r-) elem Colal-Magt-1 mt macel milli hymezar-lae (tome) mlamilaiare me-lale(-melmail-) 
target). 


This white highlight shows which weapon is selected to fire next (manually, or 
TM oF 1a Me) mr Milt) @elmeit-la) B 


are) mc-x-] ool ar-macte (Uli alace M-latlilelaliicelamenvelce)tit-ld(emOx-Talave)a-Mm\Utx-J1(-1-) Mm nl (om ot- 1am Ce) 
the right of the weapon name shows how many rounds remain. When the 
counter hits zero, you’re out. Note: If you are on a Practice Mission, you may set 
Vole AN ti tloM ad c-Vice clam com Olalliatliccvemcem-\ elle malice 


For energy weapons (Lasers, PBWs, ELFs, EMPs), this bar shows the current 
(cNV{=) Mo) meq at-1 ae (-Mr- tM: of- lame e-] eam =tal-1 ae bY C-y-| ekelal-Mer-lamactedar-lae(-Mlare(uilalicih mine ie 





the Master Energy Pool, but need a minimum charge to fire. Lasers and ELF 
Nc¥-] ole) at-mexe)al-JUluit-Meqar-lae(-M-1mr- Mid (lem e-lCcMUlald| me(-yel(-vdlare mat) mia-t-1-1a(-\- Mil orl atCed(-) 
Beams, Plasma Cannons, and EMP Cannons are “pulse” weapons that deplete 
their entire charge with a single burst, and must completely recharge to fire 
again. 


Note: Damaged weapons will recharge more slowly, if at all. If the weapon is 
re-Yate(:Va-YoM lave) el-1e- lah: Mm dal-M-)c- LAU Mlalel(er-lve) mali Mell) e)(- habe Ol] af af iy | iad 


By linking two weapons, you make them fire together. This increases the effect 
ro) Mali om olUimer-lame()e)(-1ccMVColelm-liiluilelalitcolamelm-lal-1ae hme lel(ed (iV am Mole mer-LiM ial @- Lahm ce) 
re l:Yalafer-] Mv (:t-] ore) al-Mmel:)(-Leq me) al-Me) mm dac-M-¥-] ole) at-wmr- late medi (el @idal- Mm | @eleiico) ame) s 
press [L]. Now when either weapon is activated and fired, both fire 
simultaneously. Note: If either linked weapon is included in an active firing 
oar-liamm exe) damy UI Milc-Mam Kem Olaliial q@auic-r-| ole) al-pm-y-1(-Leq me) at-M-lale mel |e @ mila) elm ol e-\-t-m | | 
again. 


This slide indicator shows how much throttle you are using, and whether you are 
moving forward or in reverse. Centered is stopped. (The exception is the Razor, 
which has only forward throttle.) Once the throttle is set, it stays set in that 
folig=Yead(olam-lilem-iMmiar-lM@rcl Melati merat-lile[-te 


Tim dal eelii(cMUGL am ale Muielett-M ohVmedi (ed Clare me)amial-m-dile(-M-laremele-lereliare mime) omelme (ou iaB 
To set forward throttle with the keyboard, press [Up Arrow] on the numeric 
keypad; for reverse throttle, press [Down Arrow]. (With a joystick in Movement 
mode, push the stick forward or back.) For full stop, press the center numeric 
keypad key [5] or press Button 3 on some joysticks. Keep in mind that turn 
exo} al ine) me(:)el-Jalet-me)amiolelmerelac-valmuieny@:1i0i-Val em A Ual:1a mice) °) ove me) marred ulate Mio) au'r-laem 
3 C-Y-Vam ite] alm comegar-lale(-micolelmar-x-lellare mom sal-male lt) on al-VaMlama-\V(-)e-1-Mm-}(-1-0 a ae alm ce) 
req aF-Vale(-mcolelmal-r-lellare mom dal-m (-1im 


are) mm nt- Vem al colai(-Mexolal ine) Mmtcole mer-lAMUly-Mlal-malelial-la(em Cn oy-(e aie Che 


Your HERC’s power supply. This displays the total amount of energy available in 
the Master Energy Pool for movement, shields, and weapons, in that order, at 
any given time. If you make too many demands on the energy pool, you will 
decrease the recharge rate of your energy weapons—one or more may run dry. 





Multi-Function Display (MFD) 


This screen, directly above or below the front window, provides several vital 
LielareqiCe)amelt-)e)t-\ eam Mal-me(-Vr-Lelimel(-je)(-\Vm(-M(olU] mtn | =n \ One av-\B_\a eam Col) Mer- lame le) 

rol Tc=Yeq thm come- MJ ol-Leqi (ome (Je) f- Wm on medi (er. Clare Me) tM lal- Mere) tl-fo)(: MM aM Eo alo oLU Ace] al-we) g 
pressing your [F1]-[F6] keys, as follows: [F1]—STATUS, [F2]—FLASHCOMM, [F3] 
—NAV MAP, [F4]—RADAR, [F5]—TARGET STATUS, and [F6]—MISSILE CAM. 


This displays the current operational status of STATUS SELECT 
your HERC’s main components. Green indicates —F2_ = 

that the component is fully operational; Yellow a tae 
Take |Cor-ix:t-masloxe(-Ve-1i-mer-lasr-(e(-em Ole-lale(-mlavel(er-1k-t-) ‘F2) status: 

serious damage; Red indicates imminent failure; Ok / 
late Cl e- Nm lace |(er-l\-\-M- Mili (-ce me) me(-s-Jice)Y(-Vem-Ne-1C-111 8 ~~ | ee 

To see the status of other HERCs, press [D]. For 

detailed damage reports on the structural, internal, or weapons subsystems of 
your HERC or those of your squad members, see the HDD [F8] display. 


This is your panel for communicating with all ee FLASH COMM 3MIT 
other pilots in your squad. FlashComm 


broadcasts to all squad members simultaneously saa IGNORE MY TARGET 
on a tight-beam scrambled frequency. The closest Fg” os i e 

squad member who can fulfill your order will then SCAN FOR HOSTILES 

fo fom-Yomm-t-valellarem-lam-(er.@acediui-veleliit-valmel-viela-var-lare mm bi gE FIRE AT WILL 
raToMe)al-m lame) imi lUr-\emer-lamer-lamvmelei moll me)ce(-\ a 

you will get a “negative” response from the closest teammate. (To send a 
at=xck-¥- le [-Mcome- MJ oL-Led |i (em 0) | fo) mme-Y-(- Mm Oxe)atliil-1ile Mm Ole) ole’ Ua 


You can send messages by clicking on the FlashComm panel, or from anywhere 
in the cockpit using FlashComm hot keys. To open the panel, use [F2]. Select the 
atst-t-¥-(e(MAYOLUME-la]mcom-t-1aem ohVmer (er diate Melami am eon’m o)a:t-t-J1ale Mit Male CNN 
'UceYoBlalrelal ive] aicctem (14-10 mmol mm oh men’ceallare mtalacelere lamar Manl-\-t-y-le(-\ MUL dE La le Bed 
keys. Then transmit the selected message by clicking the XMIT button or 
pressing the [X] key. 


Outside the FlashComm panel, select the message by pressing [Alt] plus the 
message hot key [Alt] + [A], and transmit it with [X]. 





e Attack My Target [A]. Orders other pilots to attack your currently 
r-Y-1 (Yor (Yo tl ge [21m 


ummm (°[areda- Ml hvam r-lae(-1 a LC Mm @]ae(-1e-Meolaat-1 am oli Co) cM com(-t-\-MolUlMmelelae-lala hyd 
-X-1 (Yea (-Yo Mt: l ge (=) ar-1(e)a(-e 


Simm a (=1| em (- MOU Sm ha lm Coleiau- Mai me(-(-] omemare)el-Mant-yvme(:)m com olUM lam ila: m 


Smee): Olam (-m LO} mm O@)ce(-1a-m-11 Ye [Ul-loM oli (ol mcomraley-m Uli lam-y-1i:) 
communications range and then follow your maneuvers. 


e Scan For Hostiles [C] /EMCON [E]. Scan for Hostiles tells all pilots to 
Ti Kel aM dal:) a at-(el-le-m com Vea thY(- Mas lole(-MmOlale-MmVolUmir-liduilimeler- Ti cels 
Hostiles, this message changes to Emcon, and vice versa. Emcon tells 
all pilots to observe “emission controls”—in other words, to turn Active 
ie-Yor-|mejamm) (o)(- MAN | Mn | inc Os-Mr-la-Mer-ir-l lla .(-lo Mm-Yom- a (-1ae(-1 mm (ez. ¢-le MU] ome) ame) al-) 
HERC’s radar is visible on all scanners in your squad. 


e Fire At Will [F] /Hold Your Fire [F]. Fire At Will tells your squad to shoot 
anything not on your side. Once you transmit Fire At Will, this message 
changes to Hold Your Fire, and vice versa. 


Presents a topographic view of the terrain you are Fi NAV MAp 
traveling through, with your HERC displayed asa _— F2_ A 
white cross. This map moves with you, and is 
FYE: Wi-We) a (=Valc-ve moni e-1aef-MtcolUl mort aula mal:r-(ellale p 
helping you navigate obstacles. 





; 





The Radar shows the relative position of friendly = Fi SCANNER ANG 1200 
HERCs (white) and installations (blue), hostile pars | 
ground units (red), airborne hostiles (yellow), and — F3_ 
enemy installations (green). ae 
— RANGE a 
The fixed red triangle in the center represents a TARGET || Tp: 0408 


ol U Tm a] tac One-mail-liam lero hVamr- lave mial-Milar-m->ac-valellale| 
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cone,” the area currently visible through your window in which you can select 
and lock on targets. If the turret is rotated, you will see the target cone move on 
the scanner as well. The currently selected target, if any, is shown surrounded in 
rTAY(=1 Co) WV oLoy Gm @Mal-mela-(-Vamel | aed (=m larel(er-1c:t-Mdal-Mr-lale(-M-1 Mm Zal(eremen'ze)alet-Mer-lame(-accleis 
you if you are using only Passive Radar.) 


Tia} okeyat-lalemm Cole mer-laM-y-1(-Yeamr-lalem (oley @elamcomelal hm ailey-y-mr-lkel-1cMaat-lm@-l¢)el-r-lm lam oles 
f=] ce [-) mere) al-m 


Of [Cod ola m ial-MavaU (Cl mm olUiicolame) mm ole:t-t-M PVs aa lad com (ela-v- 11: me) me (-Yeqg-- YM dal e-lale (2) 
fo) MYCol UT mat: lol-lm lam NedhV(-mtavele(- mm modale Mr-lale(-m-xer- lal Mal-¥/ omVColUme(-1(-(e1 mM -VaC-lanl (os 
beyond visible range. However, they also allow enemies to detect you at greater 
range. 


To select a target in the target cone, click the TARGET button, or press the 
[Enter] key. The nearest visible target will be bracketed in a yellow box on the 
Radar screen and in a Target Box on your HUD. You can cycle through all 
available targets this way. 


To switch the Scanner between Active and Passive (PASS) modes, click the 
repsective button or press [R]. Passive mode “listens” for enemy Radar scans 

i italelUimiat-Ldlarem-lanvmace)-t-Micy-1mmr- lave mc Mme-velUlla-vomcolm-Ji(-almavlalaliare m-larem-\cellellale| 
homing missiles (unless the HERC is also equipped with an ECM pod). However, 
passive radar will not detect enemy units that are not actively scanning. 


MT atelaM Cole: lc- Mal et-F-¥-Jh-M at: el-lamtarele(: Mar Me |u:\-1 aed [ced (-W-] 0) el-v-1e-Melamv(olUlm@me-ler-ls 
display. This circle represents the safe distance from which you can monitor an 
enemy’s movement beyond their active radar range. As long as Cybrids remain 
rol &-Jre (=e) m tal: Mel | ced (-mmr- Tale mv (olUMa-Vtit-lltM lam er-t-S-1hU- ma t-Ler-lamuileye (=m dal: @a2 ela (ek-mer-lalaleli 
detect you. 


Active mode sends out intense radio emissions that “illuminate” all nearby units, 
whether they are emitting or not. All HERCs are datalinked, allowing an enemy 

eT ali me (=1<-Yeq(-Ye Ml oh¥mo)al-m o)| (elm com ol-M 1-1-1 oh¥A-1] Mm len’ (-0V(-] mmr- (eq Wh -MeLer- Talal lave mm e)aey-(eler- KJ) 
the HERC’s position and sets it up as a target for ambush and air attack. In fact, 
Anti-Radar Homing Missiles will home in specifically on Scanner emissions. See 
Radar for more. 


Mom ic Me-ler-lacelelre(-teMules-JiCeMerdiare Mullet-J1(- Mm (ole, Ged (er @lal-w_ OREM A mmolelicelamels 
press [R] to turn the Scanner to Active mode. Once in Active mode, select a 
target—the red target box indicates when you have missile lock. Any 
radar-guided missiles you fire will now home on that target, even if it moves 
(subject to enemy countermeasures). For details on aiming EO missiles, see 
"Missile View Screen" [F6]. 





This display identifies the currently selected 
lee (=) mr- lave mel (Jolt A-w-Maelelejamer-lait-le(-M oie tar lce 

MM altmer-lamal-y/om elem elie) reiaimilc mcm ili lamelim- la 
enemy. With the display open, click the Select 
button to select a target. If no target is selected, 
the screen will show TARGET: NONE. If the MFD 
computer has never encountered the selected 


target before, it will display TARGET: UNKNOWN. 


This displays current missile lock status, and 
shows a “missile-eye-view” for any missile you 
fire. It also lets you steer optically guided 
missiles. If you have a current radar lock ona 
if lao [1 mY oLe mL Y-1- OO] @alrelalirelaicc\oMiamactep 


When you fire EO (Electro-Optical) Missiles, you 
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will use this missile-eye view to guide the missile manually with the joystick or 
Fla coy Cys Mn A ALL Med cctv lore PA oLUMaLLUEiMmarel(emeCe\ Zam ial-Milc-moleiicolame) am bu) ex-(e1-¥ Mve) 
retain control of the missile. Steer the missile all the way to the target. Once the 
missile hits, crashes, or runs out of fuel, you will return to HERC control. 





Heads-Down Display (HDD) 


You have several ways to open the Heads Down Display: 
° Select one of its functions [F7] Command Display or [F8] Damage Detail 
Simm C4 | (o) i dal- Ms loleccy-M- | mcal-mole)acolaime)mant-Muit-liamerele..¢eli MU (eh 


ummm PY =) oJ-Vavellale meyam\cole| mOxe)aline)-M-1-1 0] oMmialenc-M'Lelllm oh c-ii(e) @-Mal-lMmeleiiceys) 
down. 


To return to cockpit view, select an MFD screen ([F1]-[F6]), press [Esc], or click 
the mouse at the top of the screen. 


This screen is similar to the Tactical 
Mission Map used in the Briefing. 
However, this display is updated in 
real time, and lets you send specific 
okey nnTaar-lace tm com lareibuleler-l me) ifelm 


The map’s red border defines the 
mission zone—if you stray outside of 
it, the mission fails. The squad 
members now with you in the field are 
shown on comm screens next to the 
rir-lemmexeler-(eMan(-latlel-)e-M-le-m dale) dame) a] 
the map in the same color that 
highlights their name on the comm screen. 





From the Command Display, you communicate with individual squad members 
(not the whole squad, as in FlashComm). When squad members are not 
broadcasting, their video box remains darkened, displaying only their name, 
talc}ime-}c-LGU tome: Tae m talc) mmole) qa valme)ae(:le-Mm | mr- Mm eli (ol ae-Merolanlaaleralcer-1i(e) ame) in| 120 Om) 

i ¢aloyes.¢-1o Mole] mm tal: WAV (e(-Yom ole) @elel-t- mi com-Jr-1i(em-lale Mole mer-lam-y-1alemaal-imiemiil-s-3-t-[e[-1-e 


Woe-y-ValoM-Miil--s-y-(e(-M ole iaet-)m il e-) 1-1 (-(e1 ae  o) i Co) mm Com-{-Vale Mi mi commel-)(-Cel mi dal- o)|(0) a) 
irela.C-yameoyamial-mait-| oMmed (et. @al ewe) mm al:) mere) aliam-tera-(-1 ape) ola -1-t-M Ual-mexe) ga-s-J eLelaleiiare| 
number (from left to right: [1], [2], [3]). If the selected pilot is in communication 
re-Tale(: Mm dat-m eli Col My UI Mma-s-J oLolaleME-Y-\Alale iam) (-lalellalem oh’ umm (o\UVm-y-1(:(e1 ma dale Wr] 0) olne) el ar-1K-) 
MnaT=y-t-¥-(e [=m ONY olace-x-d] ale MLM ale). (ohV mel meri (ed (ale me) am al-Mutl:t-t-f-\e [2m 


Certain messages will require that you pick a unit or location on the map as a 





ro(=X-}dfar-1iCelame) my 'e-hY, okelialmmoled ce) Maat-Mait-lemelelmUlald| Mole mer-lam-:(-Magi-me(-s-1ilar-lilelam en's 
clicking the magnifying glass buttons or pressing [+] or [-]. To select an enemy 
ro] mia (=ValeihVMelali emer (ey @o) aM ome Rom-{-¥(-ve1m@-Melalelele)lalmmeli(o] @elamimu ii minl-miilelel-y-) 
cursor. Finally, to send the message, click on the XMIT button or press [X]; click 
07 -\ (09 =) Mio) oil 0) cttw =r (et €-) oF- (er-3 omer: laler:] 


Samm P)(--Yalel-(el-m | BD) MO] ce(:1e-Mtal-mel-v-J(elar-lc:lom oli (elm om e)a:t-] @elimere)sicc(omuaiiamiil-) 
enemy. 


e Attack Enemy [A]. Orders the designated pilot to attack a target of your 
choosing. After giving this order, you must select the target on the map 
iComr-1arcle @eohvmeri(ed diate Mola mi mm-Were)(o)a-(oM [lal-m lim ialclaM itl Miele merales-1-v0m eli (ols 
to your selected target. 


ue PY -1 Vale edos-Jid(0)0M dal OO] ae (-1e-Maat-me(-s-J(elar-li-rem e)|(olmcom ie-hU-v Mm com-lalemel-1i-vale| 
Wy ol-Lerii(omelalelerolial me) mia(-varei\mUlalim@-t-t-J(ela(-le Mm o\Ymel mml-1(:(elmr- Mig l-Valel hid 
UTaViMaWZitamaal-maitelett-mmoy-1(-Leqmr-Mela(elelellalmer-dialemial-Miirelel-{-Mm Mal-mUlall mye) 
ordered will ignore all enemy units it encounters along the way. Once 
in position, the chosen HERC attacks any enemy units that get close 
(but will not pursue them if they flee). 


Simm a= 11k) Cl ale|ole)iai a MM PO) ce(-Ve-mua(-Me(-t-1(elar-1c-Lem o)| (elm com e]celer:(-(em vole | 
ry ol-Yerui(-1e mm oke)alme(=s-d1elar-li-vem ohVmolemmoy-1(-Leam@e-Melacelelelialmer-diale mial-Muislelet{-m 
The Pilot will attack any targets he or she encounters along the way. 
OT aTex-m lam eley-Jit(elamm care m eliCoLMmu TI Me(-1i-valemaat-m elex-JidColamelaldl mactecTAUlale 
further orders. 


imme CoM CoM lale| elo)i nlm LC J mm O@]ae(-\e-Mial-mel-\-J(elar-1<-1oM o)](e) mcom olneler-v-lomcomVolelg 
fos aCoy-t-Va ms ole) aii) melamial-Marlis-J(o)amuir-) ome WYcel Collate M-lahvmc-lae[-1M-lalerelelaiccla-ve| 
en route. Select a gridpoint using the mouse. Upon arrival, the pilot will 
re) xexex-y-Yo mom dal-Mal->4mela cel elo) islmmim-Yome)ce(-la-Lemm A UidalolUiMmilladal-) me) ge (-1e- mm ui) 
rey orm ZI mel-vi-valem al-Mel-t-J(elar-lccemelalel ele) (alm 


e Join On Me [O]. Orders the designated pilot to join up with you. Upon 
ie=¥-Veqallale M-x-1i-mexevatlialelal(er-ld(elamel(-1c-laler-mmn tal Medaves-t-Vam elie) MUTI Maal-va) 
follow your maneuvers. This works well for “follow the leader” when 
laccyaileldiare McomelOitgir-lar-1ehv(-1 mre) mit-laL @colel me) °) ele) al-vale 


e Scan for Hostiles [C]. Orders the designated pilot to switch his or her 
Radar to Active mode and begin sweeping for enemy units. This allows 
ital Med aley-1-10 mm e)|(o) mm Com-t-\-Mir-ladal:) em olela@r-l(-Yom laleda-y-l-1-s- Mm aC-M LCi ilavelecemeymr-l lg 
attacks and ambushes. Note: All HERCs are datalinked, allowing an 





enemy unit detected by one pilot to be seen by all. 


am 1) 020) =i pO] ce (-1c-maal-me(-s-y(efar-Lc-vem e]|(o)mcom elem -viiltx-J (ela mere) alige) -Mlalve) 
ya (-Yeq Dale Ladiare meyam-CeqthY{:Mac-lel-lmr-lalemuir-lialclialiare me-(ellem-di (carer meal aL 
receiving a Scan for Hostiles message. 


e XMIT [X]. Send selected order to the designated pilot. 


e Cancel [Backspace]. Cancel message before transmission. 


This display shows a comprehensive 
system/damage analysis of each 
HERC in your squad, as well your 
currently selected target, if any. To 
select another HERC to view, click on 
the Left/Right arrow buttons or press 
your Left/Right arrow keys. 


HERC status is divided into three 
categories—structural, internal, and 
weaponry. To switch between these 
views, press [S], [I], or [W] on your 
CW] oey- xe Me) meri Cer. @ ale mel ce(e\iWae-laneniy 
keys. General status of each component is shown as colors: Green, normal; 
Yellow, moderate damage; Orange, serious damage; Red, imminent failure; Gray, 
Take) eX:Ve-1dhV(- mam @) ol-Ver-1ilale Mexelaleliite)ami-M-Jalenu Zam: lw: ol-1ae(-1alr-le(-m 








Preferences 


Open this screen from within a mission by pressing [F12]. The mission is paused 
until you finish making your selections. Note: If your computer runs EarthSiege 2 
i foT MAM aa’mecvelUcediale Meolat-Me)matlelae:mele-lelalce-me(-1r-11M(-\V.-] om 
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ON TERRAIN TERTURE ON 


SOUNDS ON HERC DETAIL M&axIMUM 


PILOT MESSAG TEXT / YOICE STRUCTURE DETAIL M&aIMUM 


COMPUTER S846 TEXT # VOICE EFFECTS DETAIL MED HIGH 





TERRAIN DISTANCE MAxIMUM 








CONTROLS DONE 
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Turn sound effects in the simulation ON or OFF. 


Choose to receive pilot messages as on-screen Text, Text and Voice, or Voice 
only. 


Choose to receive internal system messages as on-screen Text, Text and Voice, 
or Voice only. 


Adjust the distance at which terrain detail becomes visible. 


Turn terrain texture detail ON or OFF. 


Click on one or more of these items to adjust the Graphic Detail level in the 
roF-Taat=MamCle-]edal(eme(:1r-1] Mar-t-M- Molle M-Vii-ve1Meolamale)imelel(ed dhar-lalem-Jiilecel ial \vma\cole| ml ad Omer-18) 
run the simulation. If the action seems jerky or subject to pauses, you may need 
to lower the detail level. 
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aE emexolabilelela-vem-lalemer-Iilele-i-xem cell lmecelalane) Me(-\ucet-\-Mce) me silare(e) mm me) malate lent ics 
Te Mme Com Kom dar-m A lareCod ic MOxelalixe) Mm ar-lal-Vmion' ci (er @-]e) eli er- lifes mm ato) me AU larele) Cwm BT -1-) 
your controller documentation or check the EarthSiege 2 README). 
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The Controls window lets you #7 CONTROLS "Bd 
select a joystick or other 
(ofo} ah ie) me(:\V(e7-1 (-) AVoLe mY C-lal mice) 
use, eTate| choose eyeaxeya THROTTLE THROTTLE 
Ul atea tro) at-wm (Oxevalixe) me(-\Ule-s- mil e-d i 
alUeim elmore) aui(elUla-vom-lale| 
calibrated for Windows. For 

MW TTaTe Coles tomme om Com tal- Malate (ey ics FIRE OPTIONS 
Control Panel Joystick 
application. For Windows 3.1, 


JOYSTICK MOVEMENT 





VIEWS 


= 3 
[eo 
m4 


BUTTON 2 || T&RGET 


see your controller CENTER TURRET 
documentation or check the ATT TOGGLE 


EarthSiege 2 README.) 


You must be in the simulation 

screen (i.e., on a mission) to 

FYexex-\-t-M dal M Ulale (en! Mm @) ol-v am dal) 

simulation’s Preferences 

screen [F12], and then click the RECOMMEND DONE 
Oey alice) (-melbiicelam 


609 [Ted Stal tom olUhacolamcomedalolos-{-male) Vm ComULt-M\olelm(oh\lile1 Miia —-1a tipsy (-\¢(- am elem (elt) 
*t have a joystick set up for Windows, this button will be dimmed. If you have 

Tak=} reli (te Mr-Wm (on'e-14 (er em oLUim[U-) me(e)aiam'c-lalm Comel-{- Mi am-y-1(-Cei ml) (OMVLOD 4-98 (07 C&S alts 
selects the keyboard as the default controller. Select MOVEMENT to use your 
Joystick to control the HERC’s main body (forward/backward motion, turns, 
rVerer-\(-Ve-1i(olam Mol-1(-e1 MN MO1 01,0 =i MR Comel-Y-\ (ole mm lon'c-1i (er @ comexolaiige] Meolal hy Mial-Mnl a0 Ome) 

UT oy o-1 am efoto hVid0lag-3 maelt-li(olam-larem:)(-\\c-1t(e] am OM Mem r-] ele) al) B 


If you have a joystick with a throttle “dial” or “slider” button, the THROTTLE 
button lets you use it to control the HERC’s THROTTLE setting or to control the 
elevation (up/down movement) of the HERC’s TURRET. 


HL MmYCoLUmar-\VC-M- lie -y- (ohm lard eli (ce m-MaUre(ol-Yam ol-\ol-1t-Mexelalige)|(-1mm-t-LecelaceM (onl i(e1 eae) g 
similar device, this setting lets you determine its use. A rudder controller can be 
used to control the HERC main body MOVEMENT, or those of just the TURRET. 
The [J] and [K] keys will always work for steering the Razor, or for horizontal 
turret movement. 





If your Joystick 1 has a “hat” button, you can use it to switch your HERC cockpit 
VIEWS, or to control your HERC’s TURRET rotation and elevation. 


These buttons let you determine how your main joystick’s buttons will work. 
Co} K=O] al: Visitey-) ar-l1 Mm (oh-i4(e1 Cm al-Mcalele(-Tm cM Jel acela mM Mmm Mal: Malelislel-) me) mel ial-1g 
oLULaKeyat-MmYLolUmar-\U-M-WVC-liE-ley(-Mmui i mel: el:Jalemelamaal-M(e\\c-Ji (er @YolUMar-MVcMlal-ir-li(-te Mm (ace) 
roC=\ cite) aM-F-s-J(elallale Melel ace) ar-mco) mm Mal aera E-l-3c-1a@m A(-y-| ele) al-mOzelal age) V1 \-v1 Me) g 
similar auxiliary controllers, see the README.) 


60 |Ced Gtal-maJOLicolam mM eleiicolamaar-lmycolemur-lalmcom-t-t-J(elame) medar-lave(-maan(-mO)oli(elacmeolieliale 
Tet) de-N am tal-m- hice li fle) (-Merae)(er-\-M ce) maar-imelUiicola) Mm Oni (ey @elsManl-malUlicolae molelace)s 
until the setting you want is displayed. 


Fire: Fire current weapon 

Target: Select a new target 

Change Direction: Reverse current throttle direction. 

Center Legs: Align HERC body with current Turret centerline. 
Center Turret: Level Turret and align it with HERC body centerline, turn ATT off. 
All Stop: Zero Throttle (minimum throttle on Razor.) 

PW ie Keke (el (-am MU gaWeNeice)iar- Litem Melga-imm Ber-lel (late mO]ame)m Olin 
Target Nearest: Select nearest Target. 

Target Part: Select part to aim at. 

Link Weapon: Link/unlink current weapon. 

External View: Toggle Internal/External View. 

Cockpit View. Return to Cockpit View 

MFD Display. Cycle through MFDs (F1-F6) 

Chase View. Following External View 

Shields Front. Increase Front Shield 

Shields Rear. Increase Rear Shield 

Next Weapon. Select Next Weapon 

1 \'[-¥-] ole) aim Mefete|(- mm u\i-x-] eLelamliycelei me) m Oaar-lia) 

Prev Weapon. Select Previous Weapon 

Next Chain. Go to Next Firing Chain 


OF iCod dale MolUiacolamcom-leicoluar-iicer-liMM-aliclmaclecelatlial-valel-vem-T-1uilale;-McolmYelelmelelaa-lall 
control set-up. 





AW TaTetamrCole mar Mem anr-(e(-mr-l1MYcelUlmat-r-Le(-Le Meiar-lare(-t-mmed i (ey, @ BLO], | =mcome-itU ga mce) 
the Simulation Preferences menu. 





External Views 


The External View lets you view the 
rolUi cj (o(-W-Cead(ola-lacelelarem (ole mal i Ommels 
around any other HERC in your squad. 
While in the outside view, you can 
zoom and pan the viewpoint, or even 
control your HERC. The provides a 
terrific way to see over terrain, spot 
alceCel=yam-dal-Jatlizt-Pae) mere) alelelers 
maneuvers with the “big picture” in 
mind. 


To enable the external view, press [V]. 
To return to the cockpit, press [V] 
again or [Esc]. 





In the External View, the view follows the HERC. You can pan (rotate) the 

N7Te\ ole} [ala-lim-laelelalem-lale mod (-1mm tal Ma | ia Omel-Jiale moll lon'c-ji (er @elam Ccheler-laem-lagen 
keys. To zoom the view in and out with the joystick, hold down the joystick’s Fire 
button while moving the stick forward or backward. To zoom the view from the 
CW] okey-1 xe Mm alo) (ome (o\ Gam bo) ox-(ex-0 BY Ual l(c olact-t-Jlale Maal Me] ome) melo) Gal lage) al Chim 


To switch between viewpoint and HERC control, press [Enter]. With HERC 
control, you will still be seeing the External view, but you will be able to control 
the HERC and fire weapons. Press [Enter] again to switch back. 


To see external views of other HERCs in your squad, press [N]. While looking at 
FValoydat-1 aul =i acOmm Cole muir: WM Kolt-l(-me) mr eleliimaat-MY(-\ umole] molUmer-lala mr: Cmere)al ice)) Mm Ke) 
return to your cockpit, press [V] or [Esc]. 
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HERC Design A general overview of the 
HERCULAN fighting vehicle. 


HERC Types Descriptions of the HERCs in the 
Human Resistance inventory. 


Weapons Descriptions of the HERC weapons 
late m-Lepdiit-latm ocelot Mel-y-ve Mm ohm dal:) 
Humans. 


Cybrids Descriptions of the Cybrid vehicles 
you will be facing. 


Structures Descriptions of friendly and foe 
installations. 


Tactics Some general advice for staying 
alive. Recommended reading. 


Designer Notes Expert advice from the Designer. 





HERC Design 


The HERC (short for HERCULAN) is a bipedal 
Fldasrele-vemalelaiiiare mYc:lal(ea(-m-Ler-] elcome) s 

LIE Yani med alant:val Mert: Mm Vall (:Mattey-) me) el-te- lilo) ar-l| 
Matere(-1(-M(-la-melalellar-liNa licel<-ce meh menelalemA\B 
some pre-Cybrid HERCs were discovered by 
the Resistance after the Cybrid Overthrow. 
Human designs have advanced from there, 

Cy olelaa-ve Mm ohVm tal: Meoleer-l-J(e)ar-lmer-] ele Me) malehUY 
Cybrid technology. 


The HERC evolved from the armored fighting 
vehicles known as “tanks” developed during 
the 20th century. The main body contains the 
eke" V=) me-Xole| cex- Mmm A0(-) Mar: Tale M0] 0) ele] am) (-Xerd xe) al (erm 
Power is provided by a fusion reactor, the 
oll olUimeoy mY Gal Cera micmere)|(:eic-toM lam MU T-ii-1g 

= aT= Yao \'a ecole) been =s-S-1-1 a1 Ela LAme-Ce hc aler-(o Mez-| or-(el| vo] geuer-lalem-li(eler-1(-LeM-l-Mar-l-Le(-(o com dal-) 
drive motors, weapon systems, shields, and instrumentation. On top rests the 

rey oy mexey nn} oy-Tatant:valeme-Mmaccr- Wal har-leuicelacve mel an-1 Mm dal(eia Mer: lam mele-l(-m-lalem-V(-N 1K) 

X=) oF- Tee 1k-) Yam A Lst-) oLolar-we-la-marelelUit-lamrarelelaiccve mela mar-laem elo)lalt-M-yom tal-m eli feymer-lam-liin 
lato Mile Miat-Tarmenlcolelelamallan:)mexelaline) Mm) Uidarelelmezar-lalel lave M-lal(er(Mece) 01 e-1: Mam Bales 
Vion E-Mr- Kila clue (-ame-Lexe [UlC-Jidfolam-larem-Milal:\mel:\e1e-\-Melm-lisillale Mexedal ine) Mm tal-lam- miy.c-ve| 
LoXore Sao (=\-1(¢ 1 MW AW ©) Ke) Lelio Mo) ols-{-Lelu-1 in| =i. Q Omi A] ol-temn tal-Mat-) 40) mom: Mulelellil-ve| 
land-skimmer with its own full flight capacity. 





The bipedal drive system allows the HERC to manage varying terrains, turn right 
or left in forward or reverse, and pivot in place like a tracked vehicle. Its main 
drawback is its relative vulnerability—Human HERC designs must devote 

J aNt-v collate Pur: latalelmmr-laremliicm-1ele) ele) am-jiC-3(-Vai-Mcom-JUir-llaliare maat-m eli Co) Mm all (-meavzelale, 
units need only protect vital systems like the reactor or weapons. Nevertheless, 
dale Ma -ver.¢-le [Mey mea yela(oMUlali cm elgona(e(--MC-lL6r-le)(-McY-IAVcle (-Mma tole har-Cer-]et-lel(-Mcels 

icy er-li glare m-lalomelelicoliare Malllair-lame(--J(elarmelU(-mcomsal-vimmexelatlirelam-lale-t-jeavar-lale| 
parallel development. 





HERC Types 


In general, bigger HERCs carry more and heavier weapons, and have stronger 
FV sate) m-laleM-Jal(-¥ (elm Mal: mcg-lol-Volimi Mm tar-lm@ elle le l-1 mia l ac Os-Mr-la-M-1-Yom-J (on (-1mr- Tale (213-3 
ruarclatclOnv{:le-10) (=m Oai(el. @eolam- Mal = acOmal-lai(-Mcom-{-(-M- me) (eq40lu: Me) mim@-lalema-y-(em-lelelei mic 
performance characteristics. Note: Available weapons depend on current 
inventory. Mass shown in metric tons. 


Outlaw Fastest and lightest scout. 
Raptor Il Medium armed-recon unit. 
Tomahawk A decent medium attack HERC. 

Samson Heavy search-and-destroy unit. 
Colossus Slow, heavyweight weapon platform. 
Apocalypse As powerful as the Colossus, but faster. 

ole [c-Wam\UE-tx-Ya(- mmm e) Colelollalemey-ina(cai-le lola m 
Maverick Speedy scout with a sharp sting. 
Razor The flying HERC. 





REFERENCE: 


Outlaw 


Viass: 27 tons 

~eoo- 6.1 meters 
Approximate Speed: 100 KPH 
Weapons Capacity: 3 

Salvage Req. to Build: 60 tons 


OMe MOLVA miami ols Galelet-miolm-lerelvidiire Wr-lale| 
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REFERENCE: 








Raptor Il 


\Viass: 41 Metric tons 

“eo 7.0 meters 
Approximate Speed: 65 KPH 
Weapons Capacity: 5 

Salvage Req. to Build: 90 tons 


X=) o}E-Cedl ale maat-med ae lar-lmat-]o)colmedt-t-mual-vel Ulu) 
la | tC OPM dal-M at] eo) comm MYUIIME) ele le-le(-m-r-] ele) a 

ror-] oF-Let i AVar-Laremr-laite) mr-lm dil-M->.4el-Val-1-Me) m-Yelai[ =) 
speed and maneuverability. 
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Tomahawk 


Vass: 45 tons 

~eoo. 7.6 meters 
Approximate Speed: 75 KPH 
\",'[-¥- ofe) alm @r-) ey-Ced] A ames) 

Salvage Req. to Build: 100 tons 


Tomahawks specialize in the medium attack 
ie) (-M- Late M- 1a: Movit-Vame(-) oleh -lem-LM-m-teue-l-Vallare 
force for assault HERCs. 








REFERENCE: 


Samson 


Viass: 63 tons 

“ego: 9.2 meters 
Approximate Speed: 60 KPH 
\"A'[-¥- ofe) alm Or-) ey-Ced] Aas) 

Salvage Req. to Build: 170 tons 


The Samson’s specialty is search and destroy 
missions. This class boasts excellent armor 
Vale Mila-y ele) mice) mn 17 42m 











REFERENCE: 


Colossus 


Viass: 77 tons 

eo. 10.4 meters 
Approximate Speed: 55 KPH 
Weapons Capacity: 9 

Salvage Req. to Build: 200 tons 


This is one of the heaviest HERCs fielded by the 
human resistance. Colossus units are used to assault 
the enemy strong points where their massive 

Lil a-y oleh UY(-1mmer-lamel-me) melee l alm com ol-r-lme(:t-J eli (-mlal-]/me-d Ce) iy 
land speed. 
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PV oleler- 1 hV/ ol--) 


Viass: 70 tons 

eo. 9.5 meters 
Approximate Speed: 60 KPH 
\"A'[-¥-] fe) alm Or-) ey-Ledl A ns) 

Salvage Req. to Build: 190 tons 


y-Weol-t-J(elam-y.de)Colidiare mer-|eliula-vemeayiela(oMallaltiilarz-lireyal 
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nearly as fast as the Samson. 
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Ogre 


\Viass: 84 Metric tons 

“eo: 10.4 meters 
Approximate Speed: 60 KPH 
1"'[-¥-] fe) alm Or-) ey-Ceri Ayame LU 

Salvage Req. to Build: 230 tons 


The heaviest HERC ever conceived by 
Human engineers, the Ogre should be a 
ire KeqaMmcolmr- lay aualiire mint-men'se) alot Mer-lamialeel iy 
at it. However, speed and agility will not 
be strong suits. 
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Maverick 


Mass: 25 tons 

- ego: 6.1 meters 
Approximate Speed: 90 KPH 
Weapons Capacity: 4 

Salvage Req. to Build: 55 tons 


The Terra Defense Force’s new light HERC, 
Maverick will specialize in the light recon and 
Xexol el diate Mae) (21m 











REFERENCE: 


Razor 
10 foX-Y- Wr] me-JU) o) ele) amede- lim 


Viass: 50 tons 

Approximate Speed: 225 KPH 
Weapons Capacity: 6 

Salvage Req. to Build: 120 tons 


Wa e)acom-lineie-lamexolarledialiace mel aelelare| 
(1 a ¢cYoqmr-lale mr: Mm te-Lelid(oyar-)m-li ace) | mm tals) 
Razor will serve in the scouting, 
fe] a} ae-1at- (eq, @mr- lave med (os-{-M-T]m-J0] o) elo) as 
roles. Note: The Razor features an 
altimeter, but lacks ATT. 








There are four main types of HERC weapon systems: Energy (divided into beam 
or pulse systems), Projectile (cannon), Missiles, and Auxiliary pods. Each has 
roxoy na] ox- Te Lah Mdtacvale | ar-we-lale MU -Y-Ldal-s-t-1-1- Mmm Qo] U mer- 1am) e)t-Lex-mme] ole] e-(o(- Mme) mr-[ole| 
weapons to your HERC at your discretion—as long as the weapon you want is in 
Tan c=val ce) aY Amol Oma | nc Omer: lamar larel(:m dale m(or-\e mmr: lalem- lM (olale M-FMtal-le- MM Lame- Welle) (-) 
hard point for it. 


Note: See the Basic HERC Piloting, Aiming to Succeed and_ Customizing Fire 
ofe Jace) M-Y-Vead(o) atmo) ma -y-] olelal-MUri-m-laremilglale mexelal ine) 


Energy weapons require a minimum charge to fire. A weapon not in use will 
automatically recharge from the HERC’s Master Energy Pool, the same power 
source that runs the HERC’s motors, shields, Radar, etc. (providing that energy 
is available). If you overtax the Master Energy Pool, you may have one or more 
energy weapons go off-line. 


One of the most common HERC 
weapon systems, lasers cause damage 
by hitting their target with a tightly 
focused beam of coherent light energy. es 

HERC laser fire is of fixed power —eeee 
Cof=\CcVaaallarscem one Lier Nieclacele(-Me) my U-r-]elelap) =— 

late mel6le-li(o)amm ace) elUit-lmel:Ler-1Utt-me) mall [a 

accuracy, lasers can be used to surgically cripple an enemy with precise fire. 





Same) c-Yal° | 00l-Mn -) Yar Lexeg 0-1 (- Pim (ol ale Mm e-lale [-pMme(-) el-Valer-le)(-Mm-1ac-veqthV(-M-l- (olale Br-1) 
you have power; energy efficient (although less so than Automatic 
Cannons). 


imme A'C=X- Lal -¥-3-1-1- Fam Mili Xe mer-laar-(e [2m eke) <:Vaiit-| Pimer-lamel-Mexelatle)celiili-vem o)’mer-le| 
cr-1tal-1 am Ce lUCimmm cole mmr: laleme)aar-var-Liatley-J olac-lalemeltiaelgel-laler-s-M dare Muar Vd 
defract the beam’s coherence); limited effectiveness against shields. 


e Notes: Can be fire-linked. 





Sometimes called a 


mite laldaliare Mm exe)imeyamr-m(-y- 1-11 em 

Tam dat-Mar-lavetmeym-lam->.4el-1am 

an ELF can literally cut an (T [= by, 
enemy to pieces. Once 
activated, the ELF 
continually emits a 

rete} ah ige) i (eM: (-\eadges-ir-1i(e 
rol f-Yod aF-Ige [=U] omcom-Mr-lale(-Mol m4! Miil:1\-1e-Mr- lw (olale mr-t-Mdal-We) ol-Ve-1 ke) mm (-(-7e-Maal-milelale| 
mechanism depressed and there is energy available to power the weapon. When 
this beam comes into contact with any enemy vehicle the results are often 

FY of =Yoa f-Vea0|F-| eee dal- Ml ml Mm mmer-lame(-l colar L(-M-lanvm-».4e)(ex-1hV-Mui-y-] Lela Mureleialc-lemelam (elm lay) 
the target as its beam contacts it. 





The ELF 2 offers 

Taker a:y-t-{-1e Mm e-lale[-mr-lare| 
power, with 

rel xe) fe) ad(olar-lMlaleicst-bt-1-) 
in cost, mass, energy 
requirements, and size. 
Its increased energy 
requirements limit its 
effective use to larger 
HERCs. 





e Strengths: Effectively ignores shields; can incapacitate without 
destroying (excellent salvage potential). 


e Weaknesses: Usable only at extremely short range; potential of 
roF-Taar-lepiare Mycolelme) Ui Mal income lU(-mcom-{-(ere) aler-lavm->.4e)(e-J(olat-me(-1ehV-lemigelat| 
rlame-ereUla-ii-Maliemeliai(ere | mcemexe)aline) m-lale Mm ant-t-)c-) 


SY =~} me (-t-Ler | el-Le Br-t- war: 1a) 
electromagnetic shotgun,” the PBW 
Yaa} kW: Wm ol U 1 a } me) mes at-1ae(-Lem ey-lad(el(-t-ar-1 i 
re=¥ FL ahd (oma(-¥ Coleg (=k Mer: | ey-le) (“Mell 

Ti VecLiAVA LU acetal iare M-Maceli-mialcolere lame la 
enemy at point-blank range. 








The PBW 2 offers increased 
re-Vale [=m lave ele) U-v am iaiia| 

rele) ofeyad(olar-lMlaleia:t-F-1-.- Ms la meres-1m 
mass, energy requirements, and 
size. Its increased energy 
requirements limit its effective 
use to larger HERCs. 





e Strengths: Devastating at close to medium range. 


imme AC=X- Cal -¥ 3-1-1 Pam OL-1-1(--S- Me m (odale Mer-lale (Mm a-volela-t-mr-Malele(-m-liarelelal me) m-val-1 ae hyd 
to function, leaving most HERCs vulnerable for a few seconds after 
silatate PAY el(er-Li\ mre. C-t- tN -1 er y-Yexel alot Mcoma-Yeqar-lae(-Mmelelalare male amiiial-y 
the HERC must not fire any other energy weapons. 


A dual-effect weapon, the EMP fires a 
high-energy burst of plasma at its target, 
rake) modal hYaer-Lerdialem @iac-vi(emer-luit-\e(-m- lm ual) 
reXeyLal mod m [ia] oy-Cerem el¥im-(elolitCear-lihm-x-1ailale mele) 
an electromagnetic pulse within the target 
as the plasma stream dissipates. This 
oLULEY= Mel e-Tlat-me)um-jCole-(eR-Jal(-1(eM-lare my U-¥-] eleva m-lal-1ae hye 


WS 





The EMP 2 fires twice in rapid 
LUTexer-¥-4-J (oar liCoh Wa lale Maat-me-t-\eve)ale| 
olelacom com alimu(:t-L¢-lal-rem-Jal(-)(emiels 
greater effect. With its proportional 
increases in cost, mass, energy 
requirements, and size, the EMP 2 is 
normally reserved for use on larger HERCs. 





e Strengths: Dual effect; good range (medium-long); briefly incapacitates 
target. 


e Weaknesses: Slow recharge time; slow shot-to-target closure. 





The awesome Plasma Cannon lobs 


plasma bolts with a limited homing — > ee \ 
ability. One or two solid hits will kill a f s\ 

Cybrid. This is an original human > —a 

ro (-X-Jfe] amen dal-meavelacel-Mar-M(-Maleliliare Mm ILC Joa 


it. 





e Strengths: Most powerful weapon available; fire tracks to nearby 
targets. 


e Weaknesses: Takes a lot of salvage and time to build; seriously 
depletes HERC’s energy pool; too destructive to leave much salvage. 


Available in 20 millimeter (mm), 

35mm, 50mm, 75mm, or 100mm, 

PANU Kolair-livem Or-lalalelatmila:) pe 
Tare f-jc-Vanoa| o) el-emmel-yel(-vccebiele-Tallelin . 
slugs at a rate of 2,000 rounds per 
alialel<-Mmmc-t-1mr-laleMar-lem-valelere lam ce) 
eX=Vat-yte-lc=Musloy-1@r-lasice) am elt-lilare mmacctelUllalare Medal \ Malllaliiit-lm eve) i dim Comielacedd (ola mmaal ty 
weapon system is easy to maintain and apply. While not the most devastating 
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available to a pilot whose HERC has taken a beating. 





e Strengths: Very reliable; mechanical operation requires minimum 
roXoyWY(:1 wmr- Late Meco) ar-i-VeLel-VaiihVmer-lamel-Mila-vem-d-ViMWZal-ViMatley-) me) Ui0-) edd Cla) 
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e Weaknesses: Short range; moderate damage; limited by amount of 
ammunition carried. 





Every HERC can be fitted with at least one 
missile launcher (called an rack), although many SS 
can carry up to four or five racks into combat. © = 
Racks differ only in capacity: Standard racks 
carry 6, 8, or 10 missiles each, while Flyer racks 
can carry more. 


BE 
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screen, you must select the type of missile the rack will carry. Missiles vary 
primarily in range and guidance system. You can aim and fire missiles unguided, 
but they are much more accurate and effective when you use the appropriate 
guidance system. 


Missiles carry a big punch, but are precious and few. Don’t waste them ona 
target with active shields, and avoid including them in firing chains. Missiles 
may destroy valuable salvage if aimed at the wrong spot. To minimize this, aim a 
guided missile low or away from the target. As the missile adjusts to its acquired 
target, it will home in on the nearest extremity, rather than the body of its target. 
Site 1i-ve | (em -d alo) cme) alex: dal-M-Jal(-)(el-w-la-mele) Gamer-lamerale)e)(-m-mOs\/e)a(om-lalem (-t-\V(- Mel] 
with plenty of salvage, new weapons, and perhaps, new technology. 
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e Strengths: More accurate than an unguided missile. 

e Weaknesses: Easiest missile to defeat through countermeasures. 
O] ial: Woes ila-te-lale pice) ae (-) aame-teq alele) Mey my) bis o) ge) ol-V1(-(oMe)aelal-lale- Mm tal-Wela ia malls (-) 
requires an initial radar lock (or illumination) at launch, after which its internal 
guidance system takes over, directing the missile the rest of the way towards the 
target. 

e Strengths: Fire-and-forget system makes life easier for HERC pilots. 

e Weaknesses: Can be defeated by ECM pods. 


Unlike the SARH, where both the missile and the HERC that launched it must be 
running with their scanners active until impact, the ARM missile does its magic 
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tenaciously tracks active emissions back to their source—a big surprise for 
those running with their scanners active. 
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e Weaknesses: Easily defeated by target switching radar to passive 
aero (=¥ 
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journey back to the launch vehicle. The HERC pilot then guides the missile 
towards the target by using cockpit controls and the F6 MFD Missile View screen. 


e Strengths: Difficult to detect and to defeat; when used by an 
> 4 or-ya(-dacex-re mm e)i(e) ma at-m OM (-Mir-l amie e-m e)c-leli-t-maal-lamedial: mm atly-J1(-. mere 1p 
ol-Mol-VIhU-Va-(o MiKelaim:>.4UK-1itl-) vm lodale Mer-lale(-Mme(el-\-Male) ma-le (Ul a-m- lela -mer-lel-1e 
illumination of target. 


e Weaknesses: Requires total pilot attention from launch to impact; 
i(c¥- W{-t-mexo}aliue)iitalem olice)me) ol-Vamcomexrellalccle-lar-(er @mellailerel im NV-1(-11M Ke) 
exe} al ine) m-Vale Miit- tj (-) 


Note: You may guide EO missiles with your joystick or arrow keys. You must 
lae)ComeCo\ Zam dac-Mila-M oleh ices me) mm ke) or-(er-3 Coma: 1r-llamere)alice) meymiil-Mitly-JI(-Mlamilelae 
Steer the missile all the way to the target. Once the missile hits, crashes, or runs 
oli Meo) miUl-)PmYolUM UII Ma-diel dam com nl 1.cemere) alice) B 


HERC shields are the first line of defense, generating a 
refed ari LalaNVmarore (bir iccem-l-Kertge)uir-lelar-va(emil-lCem dare mell-Jael ole) 
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beams, and partially dissipates the kinetic energy of ATC 
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HERC’s armor. 
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capacitance energy matrix standard on all HERCs. The bigger the HERC’s 
generator, the stronger the shield. 


Two weapons are effective against shields: EMP cannons disrupt the shield 
itcL iad Gar: Laem al-m =i om MoM lalera-velle) Nm oro) Wi-1ai0l Mial-l mim olUlacedal:\-M ual wolelelam-Jal(:)(e[-wr-[-] 
if they are not even there. 


Where the shields leave off, armor takes over. All HERCs are armored through a 
combination of duranium plates layered over the HERC’s surface. However, 
armor alone will not resist a sustained attack by any type of weapon. 
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HERC hard points from the Weapons screen. When 
activated, it creates electronic “noise” around your pare 2 
HERC that reduces the chances of your HERC being 
rYerelUia-veM- lave mualex-11(-ta (oxen. (-ve mea -Val-lii Vm (e[- La Oa) 
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prevent a selected target from calling for reinforcements. 





The ECM pod has one major drawback: when activated, its emissions alert all 
nearby Cybrids to your presence. For this reason, you should never activate the 
pod until you have already been spotted by the enemy. 


HERC radars function in two modes, Passive or Active. In Passive mode, you are 
simply listening for enemy “emissions” (radio transmissions or scans). Although 
tal CMiavete(: Mm Melare(-vc:\eir-le)(-mi i mu'ce) aba mel-y\-Leim-lal-1ta1(--Mdar-lar-le-Malelm eleeleluceliale 
emissions themselves. 


In Active mode, the HERC’s radar system emits powerful radar pulses to 
"illuminate" enemy contacts. While this mode effectively locates the enemy, its 
emissions broadcast your HERC’s position, as well. For this reason, most 

Yo TUE-Yo lM ol-Vacolaiimatros-) mom (al-limulct-i(ola me) es-t-1adlare m=) 1000] (ial sd (ola mexelalige) -)) 
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Human research is underway on new devices that will improve specific HERC 
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HERC hard points in the Weapons screen. Useful as these enhancement units 
alte ]aham ol-Mmm=y- (ela meyal-MU AIIM c-L¢- me) om- Mela Led (olel-Mal-lcemolelial mm aU-i(elsmaat-meleli-Valit-lMel-Val-yils 
against the mission objectives. 


ad Kode (-t-Me- Yale) am elele-) me) M-) die- My ol-1-10 MO] ater) 
depleted, needs to recharge from the Master Energy 
Pool. Very useful on big slow HERCs like the Ogre. 





Ye lat) e)(-mmvolemer-lam-Lelae|(er-l IN meral e)el(-Mial-Mclacl-Tmu diag 

minimum firepower, and at the same time maximize 

the potential salvage and recovered weapons. Select 

the target Cybrid as usual with the [Enter] key, then 
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size of your shield reserves without increasing the drain ie \ 
on your Master Energy Pool. 
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of your Master Energy Pool, providing twice 
the available energy for weapons, shields, 
rValo MJ ol-v-Yo mW Zal-10m el mal:(-LeM | am a-1i-Yom e)gehi(o(-1-) 
a modest increase in the Pool recharge rate 
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Cybrid Types 


104 |Ce} Mola: meCavelaleMal-li(-mom-{-(-m- ms o)(eu(0 lc: Me) Mime: laleMa-x-(eM-lelelei micm ol-lacelauit-lale:) 
characteristics. 


Achilles Medium missile platform. 
Pitbull Four-footed, big teeth. 
Cerberus Nightmare walking. 
Diablo Improved Hyperion. 
Headhunter Big tough guy. 
Hyperion Big, slow, hits hard. 
Mirimac Strong medium unit, but aging. 
Mongoose Fast and mean. 
Ramses Cybrid foot soldier. 
Tere Tic lemm (2) Amn excl eclakercvemant-xel (elu melalia 
Stingray Light and quick. 








REFERENCE: 


Achilles 


Vass: 65 tons 

heoo: 8.2 meters 

Approximate Speed: 45 KPH 
Weapons Capacity: 6 hardpoints 
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is often deployed by the Cybrids in a heavy 
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Pitbull 


Viass: 100 tons 

-eoo: 12.8 meters 
Approximate Speed: 60 KPH 
\"A'[-¥-) ofe) alm Or-] ey-Ceti Ama c-Tat-1 8) (-) 
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missile racks or particle beams. 








REFERENCE: 


Cerberus 


Vass: 81 tons 

h ego: 8.7 meters 

Approximate Speed: 45 KPH 
Weapons Capacity: 9 hardpoints 


The Cybrid’s latest heavy assault unit. Thick armor 
and awesome firepower make Cerberus a truly 
icolaailcer-lel(-me)e)eXeat-Jaimelamaat-Mmer-iad(cli(:l(em 
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Diablo 


Viass: 60 tons 

heoo: 9.0 meters 

Approximate Speed: 50 KPH 
Weapons Capacity: 8 hardpoints 


Faster and lighter than the Hyperion, with equal 
firepower. 











REFERENCE: 
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Viass: 70 tons 

~eoo. 9.5 meters 

Approximate Speed: 45 KPH 
Weapons Capacity: 8 hardpoints 


Heavily armored; an even match for the Apocalypse. Do 
not play fair with this one. 








REFERENCE: 


Hyperion 


Vass: 72 tons 

h ego: 9.6 meters 

Approximate Speed: 45 KPH 
Weapons Capacity: 8 hardpoints 


Relatively slow. Try to outmaneuver or ambush. Do 
not go toe-to-toe with this bruiser. 
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Wiitaleatsves 


Vass: 48 tons 

h ego) 6.3 meters 

Approximate Speed: 50 KPH 
Weapons Capacity: 5 hardpoints 
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maneuverable. Don’t underestimate. 
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Vass: 24 tons 

~eoo: 5.8 meters 

Approximate Speed: 70 KPH 
Weapons Capacity: 3 hardpoints 


Hard hitting, yet fast. Lightest Cybrid to mount 
missiles. Often deployed as a scout or picket. 








REFERENCE: 


Ramses 


Vass: 37 tons 

“ego. 7.1 meters 

Approximate Speed: 60 KPH 
Weapons Capacity: 4 hardpoints 


The most common medium Cybrid, it is deployed in 
nearly every combat theater in a variety of roles. 








REFERENCE: 
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Viass: 52 Metric Tons 
“eo: 6.0 meters 
Approximate Speed: 55 KPH 
Weapons Capacity: 5 


The Cybrid’s new front-line medium attack unit, 
boasting a well balanced mix of firepower, speed, 
and toughness. 








REFERENCE: 


Stingray 


Vass: 26 tons 

“ego. 5.1 meters 

Approximate Speed: 75 KPH 
Weapons Capacity: 3 hardpoints 


The premier Cybrid light attack unit. It is roughly 
rYoLUIMVE-\(:Valmiamer-|ey-le) (i avmcom- 1pm Oleiit-\W a 








Click on the highlights in the pictures to identify features. 
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your missions carrying more than what you left with, and with as little new 
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needed to keep even with the Cybrids. 
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them eventual victory. Even if you don’t lose a particular combat, the damage 
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’t afford. 
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difference between a successful strike and one that comes home in pieces. Keep 
tal-MZare)(-M-teLer-loMiamatllareme-laleMert-m tal-mexe)ialsit-lalem Oley e)E- Na lile mat t-Leerelinlie 
commands to coordinate the unit. Pincer and flanking maneuvers work 
especially well if you can get everyone into position. 


Make certain every HERC in your squad is as well equipped as possible. Keeping 
all of the best equipment for yourself may exact its price in repairs that need to 
ol=Mnir-lo(-m Com Ua(-Ma-t-) Me) molel mete [Ur-(omm Cole muat-\ymeqalelos-t1-m comel (lial eleli-m-1 MUU -r-| ele) al) 
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When assigning weapons, bear in mind the pilot’s experience: an Elite can do 
more with six missiles than can a Rookie. 
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first thing Cybrids do when attacked is call for reinforcements. You have a 
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When the mission starts, configure your weapons to the settings that suit you 
best, and set up your firing chains immediately. Linking energy weapons and 
missiles concentrates your firepower, but depletes your stores far faster than 
single shots. Make each shot count! On energy weapons, leave time for 
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power from your front to your rear, or vice versa, if the situation warrants it. 
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Consider your shots wisely. Skillful shots to the legs and feet can cripple a 
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Targeting the enemy’s center turret (containing the fusion generator) leaves 
mostly useless scrap. 
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Designer Notes 


Dave Selle is the Lead Designer and Visionary-in-Chief for Sierra’s Metaltech 
robotic combat series, including EarthSiege, Battledrome, and now EarthSiege 2. 
From this wealth of experience, he offers the following “insider tips” for 
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targets, so it works best with fast weapons such as lasers and particle beams. 
However, you can use turret controls to partially override the ATT and lead shots 
for ATCs and EMPs. 


Your HERC has limited energy reserves: a pitched battle will deplete weapons 
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cannot turn with them quickly enough, even with ATT, to get off a shot. In this 
situation, | “backturn”—that is, switch to full reverse and turn in the opposite 
rolTc=YeqdCelameym dal-Mil-laL dale Mal =1p\Omm ace) mm-) €-lit]e)(-MN lm mene) a(e Mt Mellacedilale M-lael elie mtal-m ce) 
talc (:i em mer-CeL Mel om ali CcMmielgaliare Mm comaal-Malel ileum Mal-med(-\C-lmm[iai(-mOatselaloMelel(ed (mille) 
itself in a world of hurt. 
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such as Lasers, ELFs, Plasma, PBWs, and especially EMPs are effective against 
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armor, but have little effect on a target with shields. Don’t waste your missiles 
on a Cybrid with its shields up. 


One of my favorite HERC configurations is an Apocalypse with dual Plasma 
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For some missions, I’II substitute an ECM pod for a laser or missiles for the 
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Running around with Active radar is like wearing a sign that says SHOOT ME 
NOW. Staying in Passive mode gives you the element of surprise, and the 
opportunity to employ some sneaky tactics, especially in rugged terrain. For 





example, if | spot a Cybrid patrol coming before they see me, I’ll turn off my radar 
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You have to play smart and sneaky against superior Cybrid forces. Solo frontal 
attacks against three enemies is almost certain death, and even two-on-one can 
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Bottom line—minimize Active radar use, and fight dirty. 


It takes a bit of practice to master the finer points of the Razor attacks, but the 
rewards are most gratifying. | use the ARH type missiles with the Flyer missile 
packs (24 missiles each!). The SARH do more damage, but it’s harder to keep the 
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on my wingtips. You can fire Plasma Cannons manually beyond maximum range, 
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To complete my ideal Razor load-out, I’Il use twin laser 100s and an ECM or 
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You can never have too much salvage. | try to keep one extra HERC around (total 
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obtain maximum salvage, target a leg. Two PBW2 shots in the same spot will 
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| keep high-value weapons out of most of my firing chains. For example, missiles 
are not effective until the target’s shields are down, so | reserve them for manual 
fire control. Similarly, ELFs, PBWs, and Plasma Cannons deplete energy 
reserves in a hurry, so | wait until | have a pretty sure shot, and then fire them 
manually. 
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If you are too close to the target, the blast will mess you up, too. 





See you on the battlefield! 





